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Have Tony's skills in the palm 
of your hand with 3D action on 
your Game Boy® Advance ^ 
handheld system. 


Rip it up on 
Nintendo® 64 with 
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THE LEGEN 

IS BACK! 

Hawk returns. And he’s going bigger than 
ever on Nintendo® 64 and Game Boy® Advance. 



Game Boy® Advance: • Game Boy® Advance available now 



Skate like one of 13 top pros including 
the legendary Tony Hawk or create 
your own custom skater. 


Skate head-to-head with your friends 
in sick new multi-player modes 
including Trick Attack, Graffiti, HORSE 
and the newest addition Tag Mode. 


Design your own mega park in 
Real-Time 3D, using any combo 
of ramps, funboxes, rails and more. 


Full 3D environments for you to skate 
in and pull off insane combos and 
signature moves. 


Skate as the legendary Tony Hawk or 
one of 12 other top pro skaters. 


Nintendo® 64: 


New Gaune Boy* Advemce graphics 
makes this the ultimate handheld 


skating game. 


Nintendo® 64 September 2001 
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FEATURING SKATEBOARDING’S TOP PROS 

BURNQUiST / CABALLERO / CAMPBELL / HAWK 
GLIFBERG / KOSTON / LASEK / MULLEN / MUSKA 
REYNOLDS / ROWLEY / STEAMER / J.THOMAS 


INCLUDES HIP HOP AND PUNK SOUNDTRACK FEATURING: 

RAGE AGAINST THE MACHINE NAUGHTY BY NATURE PAPA ROACH & MORE 
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Kelly Starr tells us why Nintendo have the goods 
to deliver the fatal blow in the console wars after 
her trip to Japan to witness gaming history 


^ CNinfendo') 

games of all time 


We have a GameCube! Hahaha, well wouldn't you rut 
it in as well? Check it out from every angle, and we'll 
tell you all about Luigi and what to expect! 
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James Cottee continues his look at the fj 
impact of video games on the past, the % 
present and grabs his crystal ball to talk a bf 
about the future 


A comprehensive break down of Nintendo's 
most important games starting at 50 and 
counting down to 1 


A History 
II- the sec 
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Only one GameCube preview this month the 
very promising Galleon 




Reviews 


No N64 games this month, but some kick-ass GBA 
games with some classic Capcom offerings as well 
as some sports and space 
love 



07 Editorial 

Stephen talks about the new 
look Zelda for GameCube 

08 News from the 
front 

Some incredible news this 
month as an old franchise lands 
on GameCube EXCLUSIVELY - 
must read! 

14 Interview 

Brett Tosti from LucaArts talks 
about Rogue Leader 

16 Tendo Globe 

A look at the enduring life (or 
lack of) of a zombie 

18 Previews 

Some damn cool GBA games 

22 History of Gomes 
Port II 

We delve back into the sordid 
and varied past of videogames, 
and talk about their social 
Impact, now, and into the 
future 

30 Reviews 

What we think of the new look 
Zelda 


GameCube 

20 Galleon 


Gome Boy Advance 

21 Wario Land 4 

22 Doom 

23 Breath of Fire 


36 Hands on Cube 

The crew get their hands dirty 
as they finally get to hold the 
box by it's handle 

40 Confessions of a 
punk-chick in Japan 

Kelly talks about making fun of 
Americans and running amuck 
In Japan 

50 The top 50 
Nintendo games of 
all time 

Do you need anymore coaxing 
than that? 

54 Kelly’s Mailbag 

Natalia Silva has some 
competition on her hands this 
month 

59 Competitions 

Remember that cool Conker ad 
last month? Couldn't get your 
hands on a copy of the game? 
We have five to give away plus 
a ton of runners-up prizes! 

64 Subs 

Three Capcom game packs! 

66 Next Issue 
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Playing GameCube has left me in a state of shock- hence the completely dumbfounded expression here 


Wait and see... 



U sually I just rant and rave about 
how good the current issue is 
going to be, but this time around I 
want to touch on a subject that has 
garnered a lot of mixed response - The 
Legend of Zelda on GameCube. Now I 
know a lot of people were expecting to 
see a game based on the images from last 
years Spaceworld, me Included. But what 
was shown was almost the bizzaro version 
of this, the exact opposite. We've received 
countless letters and emails complaining 
about the new look, "I don't want a 
cartoon", "Link looks stupid now", "this is 
a joke, this is a joke, this is a joke". But I 
want to say now to all of the people out 
there who think Nintendo have done 
wrong by you, have a little faith. From the 
screens we showed you last Issue, and 
those floating around the internet its very 
hard to establish a proper idea of exactly 
what this game truly offers. I've seen the 
video, and for those that haven't I will say, 
this title is possibly the most impressive 
thing I've seen on GameCube yet. That's a 
big statement, I know, but you have to 
trust me. For those that have seen the 
video and still aren't convinced. I'll say, 
when have you seen Link ever display as 
much character and charisma as you see 
this GameCube version? And doubly, 
although the game may look 'cartoonish', 
cell-shading (the graphics technique used 
for this game) Is very complex, and very 
stylish. I can confidently say that this game 
will be pushing the GameCube as hard if 


not harder than all of the GameCube 
games you've been salivating over, 
and besides, its Shigeru Miyamoto, 'nuff 
said. 

Stephen Farrelly 
Editor 
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Every month Nintendo Gamer will keep you up to dote on everything Nintendo 
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S n a stunning last minute 
announcement a mere 
one day before the 
GameCube's official launch in 
Japan, Capcom and Nintendo 
has entered into a development 
deal that will see not one 
Resident Evil game grace our 
beloved GameCube, but six! 
And as if that wasn't enough to 
get you all hot ans sweaty, 
they've also stated that the 
Resident Evil franchise (or 
Biohazard as it's called in Japan) 
will appear only on GameCube 
from here on in. 

All of the existing Resident 
Evil games are being given the 
GameCube treatment, 
beginning with the original 
game that appeared on PSX all 
those years ago, and looking at 
these screens it's easy to see 
why this announcement is a 
very big step in the right 
direction for Nintendo. That 
'kiddle' Image Is quickly fading, 
and we'll have more on this 
incredible turn of events soon. 
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But this is 


® midst the GameCube 
madness that engulfed 
the Makuhari Messe in 
Tokyo Japan, came the 
unexpected yet not surprising 
announcement that the 
GameCube's launch in the US 
had actually been pushed back to 
November 18 as opposed to the 
previously announced November 
5 date. Nintendo are 
synonymous for delays and 
although you may have expected 
this delay, don't think it's 
anything to do with Nintendo 
making false promises, in fact, far 
from It. The official reason for the 


delay is so 
that Nintendo 
will have the right 
amount of units 
available on day one and 
they won't be left leaving many 
GameCube'less consumers 
unhappy (like Sony did with the 
PS2 launch in the US). But 
delving deeper into the delay you 
can really understand how much 
Nintendo understands about 
business and in particular, the 
games industry. Xbox was 
announced as being released on 
November 8th, but not many 
industry experts feel they can 


meet that 
date with their projected 
numbers, so Microsoft can either 
sell less units on time, or more 
units with a delay. Fearing they'd 
let down consumers with a delay 
Microsoft have used a business 
strategy that is making buyers 
only get the Xbox in pre¬ 
packaged bundles. This strategy 
will ensure Microsoft makes their 
launch date (although I'm still 
skeptical - Steve.) but by 
bundling their units they’ll sell all 
of the small number they put 
out. The problem with this is, a 


pre-packaged 
price of a US 
Xbox unit is 
over US$400, 
that's almost 

$800 Australian! Every day 
gamers will be put off by this 
price and scared of a forced 
'bundle' sale, and when the dust 
settles, Nintendo will be standing 
there, a mere 10 days later with 
GameCube on offer and looking 
very consumer-friendly. After all 
this though, no Aussie release 
date has yet been announced, 
we'll be the first to know though, 
and because of that so will you. 



PAPE 


ARIO 

EXOLSE 


Another small release, so keep your eyes open 


0 n the wake of our very 
premature review of 
Paper Mario In issue 
#39, Nintendo of Australia have 
relayed to us that the game is 
coming to Australia in small 
numbers at selected retailers. No 
specific reason was given, aside 
from the fact that only a few 
retailers have shown interest in 
the title. The limited release 
could, however, be brought 
down to the diminished sales of 


N64 games, and could certainly 
be a representation of the fact 
that the N64 is indeed dead. 
Readers of N64 Gamer will 
know that we scored the game 
93 out of 100. So if you're 
interested In one last N64 romp 
and have an Itching to play an 
RPG of refreshing pace and 
immersion. Paper Mario could 
be the game for you. Make sure 
you lock down a copy at your 
video game store ASAP! 
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BURN A FULL CD OF YOUR 
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Mario Kart 

FIRST ON THE GRID 


Nintendo dominates soles again 


0 n it's first week on sale Mario Kart Super Circuit came in at 
the number two spot for overall software sales, just behind 
Gran Tourismo 3 for PS2 which had been on sale for well 
over a month. In it's second week, MKSC took over the number 


one spot leaving the PS2 and other titles in it's dust. The game is 
still on top of the GBA sales chart as well as overall software 
releases. Notable entries into the charts are the likes of Advance 
Wars, and Mario Party 3 on N64. 
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Sonic 

SHUFFLES? 


you. Sonic Adventure 2 on 
GameCube will have a similar 
raise and race option, only you 
do it through Sonic Advance. 
The GBA game will have a mini 
game called Chaos Garden 


Advanced where you can raise 
your Chao critters and through 
the GBA/GCN connectivity 
factor, upload them to the 
GameCube version to compete 
in races. Cool huh! 


GCN to GBf) connectivity goes further 


® etails on the GBA 
version of Sonic 
connecting with Sonic 
on GameCube (yes it's definitely 
happening) have recently come 
to light. Anyone that has played 


Sonic Adventure 2 will know 
about the little Chao creatures 
you can raise and race. The 
strange little guys could be 
uploaded onto the Dreamcast 
VMU and taken anywhere with 



Hits Cube 


TONY. 

Hawk 

to launch in Australia 

Activision commits to Aussie launch 



ctivision recently stated 
that 'officially' Tony 
Hawk's Pro Skater 3 was 
being launched in Australia on 
GameCube early in 2002. And 
from what we know about 
what Neversoft has been able 
to do with the game through 
GCN hardware, it's looking very 
good for all Nintendo 
enthusiasts. Whereas PS2 
development has been 


happening for over a year, 
GameCube development was 
only picked up 6 months ago, 
and the team are now only two 
weeks behind the PS2 
development- very tasty news 
Indeed. Here's a GameCube 
screenshot for you, next issue 
we'll have a full interview with 
Neversoft as well as an in-depth 
look at what GameCube has to 
offer this long-lasting franchise. 


Acclaim and Midway 

idway has recently 
announced that they'll 
be bringing their unique 
sports genre's to GameCube. 
The first of which, at launch, 
will be NHL HItz 2002. Hitz 
carries with it the full NHL 
license, what It offers over most 
other sports titles Is that 
everything in the game happens 
in the ultimate extreme. What 
we mean by this is, now you 


bringing more sports 

can perform almost every Illegal 
move, start fights, check people 
and send them flying through 
the air, skate faster than any 
human ever could and generally 
perform a series of completely 
unbelievable moves. The game 
Is set to launch with GCN in the 
US, and Acclaim will distribute 
the game to Aussie shores at or 
around launch here in 2002. 
We'll have more soon. 
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Too tasty, must not be token orally 


biggest games at GameCube's 
launch. We'll have another 
preview for you soon. Two 
new levels have been 
revealed to us turn 
over the page for 
our interview 
with Brett Tosti. 


® Just as we went to print 
last issue we received 
even more artwork of 
Rogue Leader in action, and just 
to tease you a little more we 
thought we'd run some of the 
new images here... this is 
shaping up to be one of the 
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Continuing with our 
intense coverage of the 
developments of Rogue 
Leader for GameCube, we 
caught up with lead 
producer for the title from 
LucasArts, Mr. Brett Tosti. 
Brett has worked on every 
N64 Star Wars title to date, 
so we grilled him a little 
about why this game is going 
to be so special. 


NINTENDO GAMER: 


Hi Brett, thanks for giving us 
your time. Let's get right into 
the gritty questions. Who's idea 
was it to follow up Rogue 
Squadron on GameCube as 
opposed to doing an entirely 
new game? 


BRETT: 


Hi-The idea of creating a sequel 
originated about the same time 
we finished Rogue. Whenever 
you finish developing a game 
you always feel that there were 


m 


integrate ideas from both Battle 
for Naboo and the original 
Rogue Squadron, can you tell us 
a bit about what other features 
we can expect from this games 
predecessors? As well as what 
new features are exclusive to 
this title? 

I BRETT: | 

We evaluated every feature that 
made Rogue and Battle for 
Naboo fun games. We then 
improved and expanded upon 
every one of those elements. 
Rogue Leader features: 

1) Advance enemy Al 

2) Realistic voice recording. 

This includes Denis Lawson the 
original Wedge Antilles. 

3) Player control over wingmen 
and rebel troops 

4) Redesigned bonus system 

5) Expansive environments 

6) Vastly improved upon 
graphics and lighting 

7) Improved interactive music 
and sfx (including Dolby Pro 
logic II support) 

8) And much, much more... 


NINTENDO GAMER: 


Rogue Squadron was based 
loosely around the comic book 
series of the same name. Is 
there anything derived from the 
same series for Rogue Leader? 

I BRETT: I 

Rogue Leader doesn’t use 
anything from the comic book 
series. Rogue Leader continues 
the adventures of Rogue 
Squadron but the missions are 
now based on scenes from the 
classic movie or around events 
that were referred to in the 
movies. After the destruction 
of the first Deathstar the Rebel 


features you wanted to add but 
just didn’t have the time to 
implement We were finally 
able to add those features. 
Rogue Leader is an entirely new 
game and at the same time it 
isn’t We really enjoy 
developing vehicle based action 
arcade games but we also 
realised that we couldn’t just 
rehash the same old gameplay. 
Rogue Leader’s design 
maintains same intense 
adrenaline filled action that 
Rogue Squadron had but we’ve 
also added a ton of new 
features and enhancements. 

Rogue Leader is being hailed as 
the closest thing to the Star 
Wars movies in the videogames 
medium yet, has LucasArts 
pushed Factor 5 to enhance 
this, or is it a co-effort? 

I BRETT: I 

It’s a co-effort. We are pushing 
each other to make the best 
possible game. 

From year one of working 
together we recognised that 
each company has different 
skills and abilities that 
complement and challenge each 
other. It has much less to do 
with companies and more to do 
with what each individual can 
contribute to the process. 


NINTENDO GAMER: 


Rogue Leader seems to 
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alliance evacuated the base on 
Yavin's moon and relocated on 
the ice planet of Noth. In Rogue 
Leader after you blow up the 
Death star the next mission has 
you escorting those convoys 
from Yavin to Noth. 


NINTENDO GAMER: 


The games ships are as real as 
the films, has Factor 5 had full 
access to the entire model 
collection of Star Wars vehicles? 
Can we expect a few surprise 
vehicles that will be accessible? 

I BRETT: I 

Factor 5 has full access to all of 
LucasArts's reference material. 
This includes models and film 
footage. But quite frankly most 
of the reference material used 
on Rogue Leader was based 
from commercially available 
sources. Rogue is based on the 
classic Star Wars timeline and 
there are literally dozens of 
great reference books showing 
the various locations and 
vehicles. 


NINTENDO GAMER: 


How has LucasArts received 
Nintendo GameCube, has it met 
your expectations? How does It 
compare to Xbox and PS2? 

I BRETT: I 

We haven't had the time to 


compare the GameCube to 
other systems. Whatever system 
we are developing on, our goal 
remains the same. To create a 
fun game that is so realistic that 
the player will feel like they are 
playing a scene from one of the 
classic Star Wars movies. In 
order to achieve this we need 
to have perfect balance of 
believable gameplay, 
intelligent Al, 
stunning graphics, 
authentic sounding 
voices, John 
William's music 
and cool sound 
effects. GameCube 
has proven to us 
that it has more than 
enough power and 
capacity to support all of 
the cool graphics and 
gameplay features we wanted 
to include. 


NINTENDO GAMER: 


Thanks for your time Brett, we 
can't wait to see what you guys 
do next! 

I BRETT: I 

No problem, thanks. 

There you have it folks, a sneak 
peak at the mammoth task of 
recreating one of the greatest 
trilogies of all time in game 


form. Brett has been run off his 
feet over-seeing the final 
touches of this games 
development as its due on US 
shelves in November. EA Sports 
Australia has also confirmed to 
Nintendo Gamer that Rogue 


Leader is being handled by 
them for Aussie shores and 
we'll see the game at 
GameCube’s launch here. We'll 
have full dates for you soon. A 
special thanks to Brett for 
giving us his time! 
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Tendo Gl#be 


Thursday 7th October 


YES I AM A ZOMBIE, NO 
THAT KIND OF ZOMBIE 
- A ZOMBIE TESTIMONY 


Its true that I can't go five 
minutes without an eye ball 
falling out of its socket, and 
sure most of my skin is 
gangrenous and rotting away 
but that doesn't give you the 
right to judge the book by its 
cover. I'm part of a 
misunderstood ethnic minority, 
the walking dead, and If you 
believe what you've read about 
us you probably think I'm here 
to chew on your flesh or eat 
your brains. Its funny how a 
few bad apples spoil it for the 


rest of us, you get a group of 
psychotic zombies erupting into 
an orgy of violence and flesh 
eating and all of a sudden the 
entire undead race gets a bad 
rap. Have we no heart? Granted 
it no longer pumps life-blood to 
the rest of our bodies and is 
blacker than a moonless night, 
its still there! Hey I didn't ask to 
be turned into a creature of the 
night okay? A few bad 
relationship decisions and the 
amount of unused register aisles 
at packed department stores led 


me to this path, and believe me 
there's no turning back. At first I 
thought It'd be a great way to 
meet some messed up chicks, 
hot ones, but I was wrong. 

Then came the problem of my 
heart not being able to pump 
blood to certain parts of my 
body when I needed It, which I 
wont go Into detail about as 
stress affects the skin's 
epidermis, which is extra bad 
when the skin is rotting. Being a 
zombie has forced me Into a life 
of shame, a life where I 
scrounge sewers for the odd rat 
carcass to nibble on. It wouldn't 
be so bad If I actually got some 
welfare but the government has 
this thing where you have to be 
"a living breathing human" and 
not "the epitome of pure evil" 
to be eligible for the dole. So 
here I'll stay, in the shadows, 
hoping that one-day I'll meet a 
human and Instead of 
screaming he or she will say, 
"Dude, your okay In my books. 
Here's a dead mouse we found 
In the traps this morning." 


In Brief... 

• If Waluigi is Luigi's nemesis why doesn't he try to hurt him 
instead of trying to beat him in a game of Tennis? 

• At this years annual Videogame Bad-Guy Shindig both Bowser 
and Ganon got voted "Most likely to kidnap a princess" with 150 
votes apiece. 

• When asked if he could be anyone else in the entire world. 
Conker replied, "does Joanna Dark's g-string count as a person?" 

• After many letters, wE At Tendo globe reallY dOn't Use oR 
condone subliminal messaging. Messages that apPARENtly promote 
the Twisted views of our staff. 



I'M NOT 


Link speaks out about dramatic new-look 


After the Legend Of Zelda 
unveiling at this years 
Spaceworld event Link has finally 
spoken about his dramatic new 
makeover. "Some people go Into 
a hair-salon and say 'hey Joe 
give me the usual' whereas 
others might say ‘I'll take a 
shampoo, trim and some 
advanced cel-shading 
techniques'", said videogame 


superstar Link, "I fall Into the 
latter category and to be honest 
I look and feel 10 years 
younger." Link continues, "In 
fact the other day someone 
asked me if I was Link's son, I 
was flattered but I still had to 
blind him with a Deku Nut and 
stab him with my Master Sword, 
after all he was a Stalfos!" The 
majority of the overwhelming 


response comes from press and 
public, but colleagues and friends 
have also shared their 
sentiments. Fellow adventurer 
Mario, who befriended Link on 
the set of Super Smash Bros, had 
this to say, "Link came up to me 
and asked if I had noticed 
anything different about his 
appearance, but being cockeyed 
I said, "what, new boots?” the 


game star laughs. "He had to 
spell it out for me basically, 
telling me 'look at my large eyes, 
my two-dimensional appearance, 
this black outline' and that's 
when It hit me, cel-shading!" 
Mario continues, "I think it looks 
great, and hey, at least he can 
see straight." Mario was on his 
way to corrective cockeye 
surgery at the time. 
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SPORTS REVOLUTION 


•“I'mthe 
greatest athlete,. 


—Six time X-Games goM medalst Shaun Pabner 






























‘‘Nice work with 
the camera, now 
it looks like I'm 
actually tough" 


DEVELOPER: Confounding Factor ★ 
GENRE: 3rd Person Adventure ★ 

AVAILABLE: 2002 ★ PLAYERS: 1 ★ 


With the creator of Lara Croft Toby Card at 
the helm, a lot of good things have been 
expected of this project. Multiple console 
owners will understand the Tomb Raider 
experience with the busty Lara Croft 
offering an adventure almost on par with 
that of Mario (but not quite). Galleon aims 
to bring a fresh approach to gameplay 
within the genre with some obvious Lara 
Croft influences, with female characters 
worthy of any Erik Larson comic, just as 
Lara was. 

You take on the role of Captain Rhama 
Sabrier In an age of sea voyages, magic and 
swashbuckling adventures, where an evil 
megalomaniac has taken off in a mysterious 
ship that washed up on shore. In true evil 
fashion the bad guy is after a powerful 
object that can cause mass destruction and 
it’s up to you to stop him. Along the road 
you come across eerie scenes of shipwrecks, 
invincible warriors and legends of folklore 
but with the help of major support 
characters you can treat enemies with as 
much disrespect as I do Kosta. Rhama is 
supported primarily by Faith and Mihoko, 
both with different abilities, while Faith can 
cast heal spells, melt ice and create fire, 
Mihoko Is like a female version of Jet Li, 
although Confounding Factor are quick to 
point out that fighting is not the focus of 


range of commands designed to give the 
player maximum freedom. On top of this 
enemy Al is enhanced so they will follow 
you if you climb up walls and each enemy 
has access to every movement Rhama has. 

Galleon carries a unique stylised look 
with a lot of work put into the animations 
of the characters, and while the graphics 
may not be equal to the prowess of Rogue 
Leader, the environments are huge with six 
different islands for you to fully explore. The 
backdrops are well textured and the 
processing power of the GameCube means 
that there Is no pop up thanks to a huge 
draw distance. Set for release next year on 
GameCube, Galleon will provide an 
immersive 3rd person fantasy adventure 
with a focus on exploration and interaction. 

■ Andrew Bulmer 


the game. 

In an interview with Hyper (issue #95) 
the development crew revealed that Galleon 
is based on a range of characters, all 
designed to act Individually rather than act 
as MFC’s (Non Playable Character) like in 
Zelda. Major support characters, although 
not controllable directly, will obey a wide 


NINTENDO GAMER 
















DEVELOPER: Nintendo ★ GENRE: 
Platform/RPG ★ AVAILABLE: Christmas ★ 
PLAYERS: 1 ★ 


Kosta has Bryce, Austin Powers has Dr. 

Evil, and Mario has his Wario. The arch 
nemesis is a simple fact of the world we live 
in but rarely does one come along with 
such flair as Wario. While he might not 
have the coverage or even respect that 
Mario does, he has a large string of games 
to his credit. Having had numerous 
adventures on the Game Boy, a few 
appearances on the SNES and even a title 
on the Virtual Boy, as well as roles in Mario 
multi-player games like Mario Kart 64 it is 
surprising that Wario hasn't built up more 
of a cult following. 

Nevertheless, Wario makes his way to 
the Game Boy Advance in the form of 
Wario Land 4 in which our pudgy anti-hero 
has been whisked away by a mysterious 
force while searching for treasure. The 
objective is to control Wario through traps 
and obstacles in an effort to find your way 
home and the gameplay is much the same 
as his last GBC outing. The style of 
gameplay Is best described as a bizzaro 
version of Mario's exploits where you use 



Warlo's bad luck to your advantage. For 
extra speed touch fire and Wario will run 
around frantically while if you get stung by 
a bee you'll inflate and float, an element 
that is a refreshing departure from the 
norm. 

Aside from this Wario Land 4 brings 
together more than 20 levels of gaming 
bliss with varied platforming style action in 
a game Nintendo themselves classify as an 
RPG. Collecting money plays a major role in 
the game and you can collect various 
treasures and records that can be played 
from the menu. As you would expect 
money is a vital component in the game 
and scrimping together change will keep 
portals open in order to escape from levels. 

With polished graphics typical of 
Nintendo that really show off the variety of 
colours used in different styled levels, Wario 
Is a step up from Mario Advance in its visual 
styling. The added mini-games create a 
welcome replay element. 

■ Andrew Bulmer 
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In 1993 Texan developer id Software 
released the original shareware version of 
Doom. The world of PC gaming was never 
the same again. 

Doom defined the genre now known as 
the first-person shooter. Its success paved 
the way for countless pale imitations and. 
much later, plenty of games that have 
refined and improved the formula. For 
hardcore PC gamers, the shooter remains 
the game of choice, whether it's Counter- 
Strike, Unreal Tournament or Max Payne. In 
all likelihood, none of these would exist 
without Doom. Now Doom is coming to the 
Game Boy Advance, and save a few 
exceptions is identical to its PC forefather. 

Doom takes you on a journey through 
the nine circles of Hell. So long as your 
definition of Hell stretches far enough to 
encompass spaceports, military bases, gothic 
dungeons, sci-fi wastelands and some 
brown rooms linked by brown corridors. 
Around every other corner lurks 
demonspawn of diabolical description, each 
beast intent upon causing your untimely 
demise before they find themselves the next 
victim of your itchy trigger finger. This 
rather neatly encapsulates the twin themes 
of Doom: mass carnage and sheer terror. 

The thrill of Doom lies In its combination 
of huge numbers of enemies and the 
terrifying atmosphere. To emulate the 
nightmare of the PC original will require the 
CBA to be pushed to its very limits. Judging 

"i: 


“Oh no, PSX 


throwing their 
sludgey games 
at us again” 


by the version we've played, everything 
appears to be going to plan. 

Graphically, Doom is an incredible 
demonstration of the capabilities of the 
GBA. It's not a real 3D environment (neither 
was the PC original), but rather a collection 
of scrolling and scaling bitmaps. However, 
the effect is just the same, and you quickly 
find yourself immersed into a seamless and 
scarily believable world. The framerate 
performance is surprisingly good, certainly 




& 




superior to the version which appeared on 
the Super Nintendo some years ago. 

The controls are relatively complex for a 
GBA game. The D-pad Is used to walk 
forwards and backwards as well as turning 
left and right. You shoot with the A button 
and run or use objects with the B button. 
Side-stepping or strafing Is achieved via the 
shoulder L & R buttons, while switching 
weapons requires holding down both and 
pressing up or down. Some practice is 
needed to grow accustomed, particularly to 
strafe successfully. 

24 levels are included, all taken from the 
original PC version. In addition, a link-up 
cable enables two-player cooperative play 
through those levels as well as four-player 
deathmatching. 

■ David Wildgoose 


DEVELOPER: David A. Palmer Productions 

★ GENRE: FPS ★ AVAILABLE: November 

★ PLAYERS: 1-4 ★ 
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DEVELOPER: Capcom ★ GENRE: RPG ★ 
AVAILABLE: November ★ PLAYERS: 1-4 ★ 


As the trend of retro game releases continues 
on the GBA, Breath of Fire will be one title 
that will have RPG fans and fans of this 
brilliant game who have played It on the SNES 
or PlayStation dancing in the streets. 

The premise of the game is very in depth 
and unique, for it tells a tale that once 
when Dragon’s were abundant and had 
formed clans, a goddess named Tyr had 
offered these remarkable creatures the gift 
of wishes. As a result of this they became 
greedy. Clans once proud split, spirits had 
become worn, and ranks thinned from the 
cause of war. One great warrior of the Light 
Dragon Clan confronted Tyr and banished 
her once she was defeated never to return. 

Once again the land has become dark, 
an evil ruler named Zog, who leads the 
Dark Dragon Clan, has ordered his soldiers 
to loot and burn the Light grounds. From 
doing this Zog believes he will find the Six 
Goddess Keys so he can unlock Tyr's tomb 
and have access to the power of a wish. 

Our hero Ryu, young and lacking 
experience, though a powerful warrior of 


\4r 






the Light Dragon Clan, must go In search of 
his sister Sara as she has the power to stop 
the Dark Dragon invasion. Along the way 
Ryu will form a party of warriors as you 
take on side quests, which will all point you 
in the direction of Zog and Tyr. Before you 
face these foes, you will discover your 
dragon powers from within so you can use 
them as magical attacks. 

Besides Ryu and the other main human 
character Nina you can also control half 
human animal characters named Bo, Ox, 
Mogu and Gobi. The other human 
characters are Karn and Bleau who aid you 
In your quest. All of the characters are 
connected in some shape or form allowing 
greater depth to the story. 

This version being a port will no doubt 
have improved visual detail both in 
characters and back ground elements on the 
powerful GBA. Also, it contains extra cut 
scenes, mini games (with Ryu fishing), and 
you can link up with a friend and trade! 

■ Laurence Bennett 
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AFTER 


the video game crash of 1984, many thought that gaming 
was just a craze that would soon be forgotten. But with rapid 
technological advances and humanity's infinite capacity for 
distraction, the return of gaming was only a matter of time. By the 
late 80s the industry had bounced back, and today it's almost as big 
^ as the movie business. 

But with higher profits have come higher stakes, and as 
the number of games on the market expands, the actual variety they 
offer contracts. As gaming permeates every strata of our society, it's 
becoming as bland as other mass-market products, like fast food. 

As James Cottee observes, it may not be entirely good for us... 


lOOOO 


STATISTICS 


■ 7^6 ■ 

Sega Master System 


■ 1987 m 
Amiga 2000 


■ 1988 m 
Tetris 


■ 1989 m 
Sega Megadrive 
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still having to work 9-5 in a 
world as petty and dangerous as 
it ever was. 

No new technologies have 
emerged; no anti-gravity, no 
artificial Intelligence, no ever- 
lasting-gobstoppers. Instead, we 
have seen our science improve 
at a fairly steady and predictable 
rate. This trend is also true for 
video games. “Moore's Law" is 
a rule of thumb for measuring 
the advance of computer 
speeds; it states that every 18 
months the power of computer 
chips will double. This sounds 
like a fantastic rate of change, 
but our ability to make games 
to take advantage of this power 


movement in the early 90s to 
introduce VR to arcades, but 
these games were expensive, 
had pitiful frame rates, and 
were often nauseating to play. 
They also made you look like a 
knob. 

Advances in manufacturinj 
have made the Improvement of 
hardware inevitable, but the real 
progress games have made is in 
the field of software. Now that 
literally thousands of video 
games have been released, each 
new product is met with the 
highest of expectations. To be 
tolerated by the public, it must 
offer new features, faster load 
times, and better performance. 


or the whole of the 20th 
century, the world of the 
year 2000 and beyond 
was associated with the 
fantasies of science fiction. 
People assumed that there 
would be flying cars, talking 
robots, personal jet-packs, 
holidays on the moon, and even 
more exotic technologies at our 
fingertips. The reality of life In 
the 21st century has proven 
more mundane, with everyone 


is somewhat less spectacular. 

Many exotic technologies 
have been introduced to 
gaming, and most have been 
laughable disasters. Videogame 
dead ends include vector-based 
graphics (the Vectrex) 3D 
gaming (Nintendo Virtual Boy) 
computer/console hybrids (Atari 
XE, Sega PC) and everybody's 
favourite, the “set-top box" 
(Commodore CD-TV, Phillips 
Cdi). There was a faddish 


And If it hopes to be the Next 
Big Thing, it must define a 
whole new genre. 

This Is harder than you 
might think. The past two 
decades have seen maybe 
half a dozen popular 


new genres emerge, 
and with each passing 
year developers have ^ 
become Increasingly 
afraid of deviating 
from this handful of 


ROUND ONE - FIGHT! 

During the late 70s and the 80s, 
competing with your friends via 
arcade games could be a long 
and drawn out affair. Often the 
only way to accurately measure 

-1 

James has a 
thing for 
cross legged 
girls 


performance at a game was to 
get the highest possible score. 
While many games would offer 
a “two player” mode, where 
two persons could take turns as 
they lost their lives, the length 
of a match was proportional to 
the skill of the players. This 
made organising any kind of 
gaming tournament difficult. 

But the advent of the 
fighting game changed all that, 
as it directed the efforts of the 
players not at endless, mindless 
hoards of computerised foes, 
but at each other. Fighters are 
an offshoot of the scrolling 
beat-em-up, and the potential 
of the genre was first hinted at 


bankable game designs. 

There has been even less 
innovation In display techniques, 
with graphics only recently 
moving from 2D to 3D. It's 
worth examining these genres, 
as they say a lot about the 
game-playing society we've 
become. 


New genre's 
popped up 
everywhere 
after the 
success of 
the 16 bit 
consoles 
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NINTENDO GONER 25 


J<S+)iC 










The Dungeons 
& Dragons rule 
system has 
dominated RPCs 
on the PC, with 
dozens of products 
officially licensed 
from the tabletop 


in Double Dragon If you played 
co-operatively all the way to the 
end, you would have to fight 
your friend to get the girl! The 
first "true" fighting game was 
Street Fighter 2, which added 
an unprecedented level of depth 
to a game of martial conflict. 

It also Introduced the 
concept of sex appeal. Now that 
it was possible to render 
vaguely realistic human figures 
on screen, the obvious challenge 
of creating the ultimate gaming 
babe arose. Chun-Li was the 
first, and every subsequent 
game hoping to get the 
attention of adolescent males, 
still the biggest players of 
games, would have to do the 
same. Super Street Fighter 2 
gave us Cammy, SF Zero gave 
us Rose, and SF Zero 2 gave us 
the politically dubious sex 
appeal of a 14-year-old 
schoolgirl called Sakura. This 
was another example of the 
different cultures that create 
and play games; in Japan, the 
age of consent Is 13. 

We knew the 3D revolution 
had hit video games when they 
started making 3D game starlets. 
Lara Croft is the prime example, 


version. TV based consoles have 
generally required simpler rule 
sets, and have evolved their 
own franchises, such as Zelda 
and Final Fantasy. The internet 
is the new frontier for RPC 
development, with Ultima 
Online and EverQuest 
(commonly referred to as 
EverCrack) soon to be joined by 
similar products on next- 
generation consoles. 

New technology has sought 
to make gaming more visceral. 
Strategy games have become 
real-time-strategy games, where 
armies butcher each other 
before your eyes Adventure 
games have mutated into the 
survival horror genre, with 
zombies and dinosaurs out to 
get you. Even sports games now 
highlight "extreme" sports, like 
skating and snowboarding But 
no genre has provided more fun 
to gamers, and evoked more 
media infamy than the first 
person shooter 

Instrumental in the rise of 
the FPS was the legendary 


From in-depth 
horror, to cute 
puzzle games, 
the games 
indusrty has 
come a long way 


OBSESSION. 

COAAPULSION. 

Home gamers generally want a 
more protracted experience, and 
no genre is more involved and 
time consuming than the RPC. 
Role Playing Games first became 
popular as social activities In the 
early 70s, and took the form of 
pen-and-paper games that 
required several participants, a 
referee, rulebooks and multi- 
sided dice. Just staging such a 
game was a huge social 
undertaking, especially for anti 
social nerds. By eliminating the 
need for other human beings, 
the computer RPC player could 
reach new depths of psychotic 
isolation. 


with her 


rudimentary, 
pyramid¬ 
shaped boobs eliciting millions In 
sales worldwide. Soul Calibur 


was another classic, with ivy's 
whip and SM outfit, and 
Sophitia's skirt that blew up in 
the slightest breeze. And who 
can forget Dead or Alive, the 
game that introduced bouncing 
boobies to gaming, whether the 
world was ready for them or not. 


developer id software. Named 
after the part of the psyche 
where we keep our primal, 
violent urges, id's first big 
success was Wolfenstein 3D. Set 
in World War 2, one would run 
about In a castle shooting Nazis. 
Make It to the end of the game, 
and you'd get to kill Hitler 
himself! After Wolfenstein came 
Doom, with more detailed 
environments and monstrous 
enemies. But the real 
controversy came from Quake, 
which was the first game to 
show bodies violently 
dismembered Into meaty 
chunks, or "gibbs." 

You know you've made it as 
a medium when reactionary 
busybodies are trying to get you 
banned. Video games had long 
been attributed to causing 
everything from truancy to 
Satanism Now that violence 
was being accurately portrayed 
on computer screens around the 
world, many thought they'd 
found an easy scapegoat to 
explain what's wrong with kids 
these days. Crime has existed 
long before gaming, of course, 
and is a side effect of most 
humans being violent Idiots. 

ELECTRIC DREAMS 

Home computers were a 
relatively late entry into the 
world of video games, and for 
years they were a costlier, 
inferior option to the console 
systems available. The 
companies that made them had 
little comprehension of the 
potential for game sales; for 
example. Commodore originally 
marketed the C-64 as a business 
machine. For the gamer, the 
first micro-computers, or 
"micros" were under-powered 
curiosities. This all changed in 
1985 with the release of the 
revolutionary Amiga 1000. 
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Sony PlayStation Nintendo 64 Civilization 2 Parrapa the Rapper 
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S-P 


Simulation 




games are 




growing in 


number 


copies of CDs 
all day. 


every year 


The Commodore Amiga 
consolidated the previous 
advances in personal computers, 
integrating them into a 
multimedia powerhouse. A disc- 
loaded operating system 
allowed for future upgrades. Hi- 
fi stereo sound came as 
standard, and It’s advanced 
graphics made the machine a 
natural choice for graphic 
design and video editing. Early 
advances in CC modeling were 
made on the Amiga chipset, 
with famous examples ranging 
from Max Headroom through to 
Babylon 5. 

While there were dozens of 
different standards of home 
computers In the early 80s, this 
proliferation was rapidly 
rationalised by market forces. 
One by one platforms 
disappeared off retail shelves: 
The Apple II, the Commodore, 
the Atari St, and even the 
Amiga. Today there are only 
two real choices for those who 
wish to buy a home computer: 
the "wintel" (Windows/Intel) 
platform and the Apple 
Macintosh line. Both have their 
shortcomings, but the IBM- 
compatible is the de-facto 
choice for gamers given the 
pitiful software range currently 
on offer on the Mac. 


PRANCE PRANCE 
REVOLUTION 

Once the arcades were on the 
cutting edge of new game 
development. Today they are 
little more than giant hamster 
wheels for young people to 
make spectacles of themselves 
in. Leading arcade games 
emphasise physical movement, 
be it via DJ simulators or 
dancing games that make their 
players twitch like zombies. The 
way arcades make money, by 
getting people to play a game 
that may last less than a minute, 
has made arcade games an 
evolutionary dead end. It 
prevents them from being 
anything but crude tests of 
reflexes. 

As we move fonA^ard into the 
21st century, it's worth noting 
that gaming is the single biggest 
force driving the development of 
new computer technology. Now 
that any PC can run a word 
processor or a spreadsheet, 
video games are the only kind of 
software that keep pushing the 
hardware to the limit. Huge 
billboards stare down on us with 
the message that the latest 
processors will make our games 
more life-like, and Microsoft 
propaganda tells us that their 
latest OS Is more reliable. 


The next 
skirmish In the 
war for your 
video game 
dollar Is set to 
be the biggest 
yet. Nintendo. Microsoft and 
Sony have bet everything on 
their latest consoles. As a 
hardware maker, Nintendo 
won't be able to survive unless 
the GameCube succeeds. Most 
of Sony's profits now come form 
their video game division. And 
Microsoft, under siege on the 
desktop, hope to set themselves 
up as a brand in home lifestyle 
technology. Conventional 
wisdom says that only two 
consoles can succeed at any 
given time, so the gloves will be 
off for this bout. 

All three systems are 
powerful on paper, but each has 
serious shortcomings. The 
GameCube has limited potential 
for online play. The PlayStation 
2 is extremely difficult to write 
games for. And the Xbox is ugly. 
Ill-conceived, end produced by a 
company that wouldn't know a 
good game If It bit them in the 
arse. Even the ubiquitous PC Is 
threatened: record companies 
would like to see them banned 
because they assume that PC 
users just sit around burning 
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THE 

FUTURE OF 
FUN 

Over the next 
decade we will 
probably see the 
PC and the console merge 
together into one machine. 
People will use it for everything; 
email, web browsing, playing 
games and ordering pizzas. The 
power of the machines will 
Increase, but the power of the 
consumer will dwindle. As 
corporations gain more and 
more control over what we see 
and what games we play, our 
freedom of choice will further 
diminish. If we reach a point 
where a single company has a 
monopoly on software, they 
may take the fun out of games 
altogether. 

Fortunately, we live in a free, 
open and prosperous civilisation. 
Games are getting better, and 
the screenshots we salivate over 
today will seem quaint in only a 
few short years time. With new 
communities to play with, and 
new online worlds to explore, 
the realm of gaming Is truly a 
glorious place. Even the 
mainstream media is now 
waking up to what we've 
known ail along. Games are 
better than life! 
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STEPHEN FARRELLY 
HEAD HONCHO 

If you want my thoughts, just read the 
editorial, now I'm off to training to referee 
the big match between Kosta and Bryce, 
who'll win? We'll never know, but I'm sure 
the lessons the K man has been taking in 
disemboweling will greatly improve his 
chances. "2K on the little pimp” 

Game of the Month: Luigi's Mansion 


ANDREW BULMER 
DEPUTY SCHMUK 

I didn't like It at first because I was hung up 
on the idea of a mature Zelda game. But 
now I've cooled down the new game will 
offer the same awesome gameplay Zelda 
has always promised with a new comedy 
element and unadulterated fun gameplay 
that will be as enthralling as its 
predecessors. 

Game of the month: Super Monkey Ball 


KOSTA ANDREADIS 
LITTLE NIAC 

The new look Link looks cool. But now its 
time for this month's winning insult as said 
by me, to Steve. "To you I propose a 
conundrum, a riddle if you will. What's the 
difference between you and a mallet with a 
cold? Well ones a sick duck and the other, 
err, I forget how it ends but you mother's a 
w..." (I think we'll just stop right there- Ed.) 
Game of the month: Mario Kart 
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SCORING SYSTEM 



The ultimate game, sell out your 
friends and family to get it 


83-93 


Fantastic game, a must have but 
just short of spankerific 


75-82 

60-74 


Good game but doesn't quite 
come together nicely 

Could have been something but 
has major flaws 


PA PA A craptastic game worth 
911*97 playing purely for interest 

A A J A Better of staring at a plumbers 
UU"^7 coin slot 


The Nintendo Gamer crew ponders over the new look Zelda... 



LAURENCE BENNETT 
COFFEE BOY 

After putting my jaw back in my mouth 
and realizing that I can speak once again all 
I could I say was "Wow what a unique 
approach for a game" It's obvious and 
undeniable that they have created an 
animated Zelda that is fully Interactive. It's 
Tim Burton meets Nintendo- now there's a 
game worth waiting for. 

Game of the month: Gradius Galaxies 



KELLY STARR 
STAMP LICKER 

When I first saw the new Zelda, I wasn't 
sure what to think. I needed some time to 
form my opinion of it, weighing up my 
dislike of western style cartoons, against the 
obvious detail and quality that was shown, 
and decided that I did like it after all. 


Game of the month: Pokemon Crystal 



BRYCE MCDONOUGH 
NINTENDO BASHER 

Initial impressions of Zelda's new look 
weren’t too good it looked worse than 
something Kosta could have coloured In 
(okay okay, not quite *that* bad), however, 
I am definitely reserving final judgement for 
when I see it In action because If they pull 
another "Nintendo”, then it will be his 
sweetest adventure yet. 

Game of the month: Super SFII Turbo 
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Super Street Fighter II Turbo 


PUBLISHER: Capcom ★ DEVELOPER: Capcom » GENRE: Fighting ★ RELEASE: November 

PLAYERS: 4 « SAVE CAME SUPPORTS Cartridge ^ 


Bryce and Kosta send Ho-Do-Ken’s to each other so much, Bryce just hod to hove SSFIIT 


(3 


n the last decade or so, few titles have 
made an impact so great they 
reshaped games themselves. Doom 
did it for first-person shooters (and is 
coming to a GBA near you!). FFVII took 
RPGs to the mass market. And Street 
Fighter 2 defined 2D fighting games. 


SI - 2 CREDITS 

Super Street Fighter II Turbo Revival was the 
first SF game to be released after 
Championship Edition that showed any 
advancement in the series - adding a whole 
host of new characters and moves. Gammy, 
Dee Jay, T. Hawk and Fei-Long make up the 
additions to the roster, rounding out the 
starting grid to a healthy 16 fighters. Also, It 
was the first game to implement a 'Super' 
bar, adding another level of strategy to the 
game. 

Control of the six-button fighters was 
always going to be interesting considering 
the limited buttons of the GBA. To combat 
this, and retain a semblance of the old 
Super Turbo, Capcom have decided on a 
tap-or-hold control system. Default setting 
(which can thankfully be completely 
customised) has a tap on A or B for light. 


holding down the button slightly longer will 
result in a medium, with strong being 
relegated to the shoulder buttons. At first, 
this felt very uncomfortable, and even after 
a few hours of practice, was far from 
perfect. However, it is possible to adjust and 
after several hours to land a particularly 
tricky combo does give you a nice tingly 
sensation in your stomach. 

If a couple of hours sounds like too long, 
then rest assured. One of the interesting 
Inclusions here is an 'Easy Mode', where the 
command for special moves has been 
simplified. And when I say simplified, I 
mean *simplified*. Moves such as Ryu’s 
fireball are performed with a quick forward 



+ punch... uppercuts are reduced to down + 
punch. Supers are also made ridiculously 
easy... simply press A + B simultaneously. At 
first this just sounds like a bad idea, 
however, considering it's essentially a one 
player game, this does mean beginners can 
leap straight in and get a lot more out of 
the game, and makes complex moves such 
as Guile's super actually possible (try and do 
It manually on the GBA D-pad... you'll see 
what I mean). 

THE BIG PICTURE 

Graphically speaking. Turbo Revival need 
make no apologies. All the characters are 
made up of huge sprites, filled with bright 
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★ With the hundreds of versions 
of SFII that have been released 
over the years, it's easy to get 
confused. Street Fighter Alpha 3 has 
been confirmed for the GBA, and 
early reports are that it rocks. Seeing 
as how it is considered by most to be 
the best version of SF so far, and it 
should be available by the end of the 
year, SF fans have to make a decision. 
If you need SF now, then this is well 
worth it. However, if you think there 
is only room for one SF title in your 
library, maybe you should wait and 
see if SFA3 delivers the goods. 


and diverse colours. Few frames of 
animation seem to be missing, and even the 
big guys like Zangief and T. Hawk look 
fantastic. The backgrounds on the other 
hand are somewhat of a mixed bag. Some 
of them look great, whilst others are but a 
shadow of their former selves. Guile's new 
background for Instance, is no more than a 
helicopter flying around a deserted 
landscape... technically impressive with all 
its "Mode-7"ness I'm sure, but on a purely 
aesthetic level, it looks dodgy. 

Of special note is the awesome new 
artwork we have so generously been 
provided with... character profiles at the 
selection screen look so good it brings a tear 
to the eye. The manga styling dominates 
the artwork, and even though the endings 
for each character are just a single picture 
with scrolling text, the high standard of the 
art makes it feel almost worth it. 

Where the port really suffers is in the 
audio. Somewhere, someone forgot they 
were making a GBA game, and switched to 
GBC mode, because that is what it sounds 
like. Firstly, the voices. A whole host of the 
old speech Is missing, and to top it all off, 
the remaining voicing sounds distorted and 
indistinct. The sound effects for each 
location sound like the very original SFII, 
which was all well and good in 1989, but 
doesn’t quite stand up in today's market. 
Worst of all though, would have to be the 
music. On the odd occasion it is acceptable, 
but overall, it really does sound like a GBC 
game, making no use of the ample sound 


chip included. A word of warning folks - if 
you have played Castlevania, u will be 
*very* disappointed with the sound here. 

YOU WIN, PERFECT 

Fighting games have always been about 
battling it out with friends. With this in 
mind, portable versions are naturally a tricky 
business. Of course, find a friend (assuming 
you have some - Kosta is exempt from this), 
plug in your Link Cable and go nuts on the 
VS. Mode. However, this is not always 
feasible, so a lot of the time you will find 
yourself playing through the single player 


game. With this In mind, it has the standard 
8 levels of difficulty, ranging from the 
‘punching bag' of one, way up to the 
'hardcore turtle' - which all but the most 
skilled of SF players will struggle to keep up 
with. Of course, if speed is your thing, then 
Normal just won't cut It, and you can jump 
right In at 'Turbo 3'. There is a hell of a lot 
of variety already... with more features 
unlocked as you amass ‘VS. points'. There's 
no Career or Story mode, but It will keep 
you busy for a long while to come. 

This game Is still a way off from being 
perfect, but it's pretty damn close. 


Australia’s Umffidal Dintendo magazine 



VERDICT 



ALTERNATIVE 

ACTION 

Nothing yet, but SFA3, 
Guilty Gear X, Tekken 
Advance, KOF and tons 
more are on their way. 




P ^ • Great graphics 


• Street fighter 
gameplay! 


Fiddly controls 
Lacklustre sound 


GRAPHICS: ^ ff-y (Jy 
SOUND: # # I 


Gy (i 


GAMEPLAY: 


MINUS 
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Final Ficht One 





★ PUBLISHER: Ubi Soft Entertainment « DEVELOPER: Capcom « GENRE: Beat em' up ^ RELEASE: November « PRKE: $89.95 * 
RATING: ?? ★ PLAYERS: 2 (Link Cable) « SAVE GAME SUPPORT: Cartridge n 
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Lorry travels bock to the future when hot pants were cool for this GBA review 


(D 


etro gaming is becoming the next 
trend for hand held gamers, and one 
title that will start the race Is Final 
Fight. This classic skull cracking co-op from 
Capcom of Street Fighter fame will have 
gamers button bashing away on their GBA's 
for hours on end. 

The plot plays straight out of a Michael 
Dudikoff (ask your older brother) Z grade 
martial arts flick and Is just as funny. 

Conveniently enough, former street 
fighter Mike Haggar (who bears an uncanny 
resemblence to Jessie the Body Ventura) has 
been elected in to office as mayor and he 
plans to crack down on crime in Metro City, 
however, a gang known as Mad Gear who 
control Metro City have kidnapped Jessica, 
Haggar's daughter. Anyway, like all great 
political leaders, Haggar doesn't grovel or 
beg (even though they could kill his 
daughter at any minute), instead, he goes 
to the local gym and looks for the best of 
the best, and who are they you ask? Why 
they're Guy and Cody. After some careful 
consideration they agree to help Haggar In 
his quest, which is where you come in. As 
for the rest of the plot, it doesn't take a 
genius to figure It out. 

You can choose to be red pajama clad 
Guy who has the fastest fists I've ever seen 
on a sprite, or friend of Jessica, Cody, who 
can dish out one mean 360 flying kick. Of 
course dear old dad Haggar Is available as 
well, and he certainly knows how to throw 
his weight around. Each character has a 
special move that comes in handy when 
surrounded. Be careful when you use it 
though as you deplete a small piece of 




tt CONVENIANTLY ENOUGH FOR MiKE HAGGAR (wHO BEARS 
AN UNCANNY RESEMBLANCE TO JESSIE THE BODY VENTURA) 


energy on your health bar, which Is kind of 
unfair but at the same time adds to the 
challenge of the game. As always as you 
progress though each level you can pick up 
health that looks like a pizza or a side of 
beef after you've smashed open a crate or 
metal drum. 

There's seven levels to smash your way 
through and you start of in the Slum then 
head below ground Into the Subway after 
which It's off to the Park to kick some punk 


ass. If you can survive these and other levels 
you'll roam the streets of Uptown then to 
the Industrial Area and finally the Bay Area. 

This is a faithful conversion of the SNES 
and Arcade version but with a few added 
features. Unlike the SNES version (where 
not all of the levels where on the cart due 
to a lack of space) all of the levels are on 
one portable cartridge. Also you can link up 
your game via the Link Cable and play co¬ 
op with a friend. "Bash his noggin!" 
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Andy tries to save the Galaxy with retro gaming 


radius Galaxies is the latest installment 

I in a long line of Gradius games that 
stretch right back to the early eighties, 
all holding the same style of play with 
upgraded graphics as machines became 
more powerful. Although Galaxies doesn't 
expand on the old formula it has all the 
essential ingredients of previous incarnations 
of this side-scrolling shooter; speed, lots of 
enemies, and of course, power-ups! 

The story for Gradius Galaxies Is light, so 
light in fact that It doesn't exist, gamers are 
treated to a quick run through of previous 
Gradius games and then thrown right into 
the action. The options are slim but with a 
game that utilises two buttons at the best of 
times what can there be? The only notable 
option is the hint section that allows you to 
watch the CPU complete any level In the 
game, vital for giving players a bit of 
strategic advice or showcasing the last level 
for reviewers who are too crap to get to 
it...err...umm. 

The main focus of Galaxies Is the game 
and you can configure your ship to four 
different weapons types, select shield type 
and choose manual or automatic upgrade 
(admittedly a useless option). From here 
you're thrust into splendid looking battle 
with a plethora of ships to keep you 
occupied, the more you destroy the power- 
ups you get. The power-ups work In relation 
to the type of weapon setup you have, 
while all have speed as their first upgrade 
there are different weapon upgrades for 
each style with two way shooting, different 
missile configurations and a variety of 
forward-firing weapons on the cards. There 
Is also the 'option' upgrade that gives you 
double weapons in the form of a small 
sentry ship that can't be destroyed 
singularly and follows your flight path 
allowing for some awesome firepower. 

Galaxies uses the clarity of the GBA to 
good use with richly detailed enemies to 
blow into oblivion and despite the dark look 
of the game everything is easy to see on 
the screen. The level bosses and mini bosses 
have an awesome design and like all classic 
shooters you must isolate their weak spot in 
order to destroy them. On top of this the 



soundtrack blasts from the speaker with 
some nice tunes that take a backseat to cool 
weapon fire and explosions. 

Gradius, in its entirety Is a solid enough 
game, the controls are tight with a good 
sense of speed and a nice learning curve. 
The level designs for the eight different 
stages are wicked with some allowing you 
to explore up and down in the level as well 
as going back and forth. But all games must 
have their downsides. For Galaxies the most 


major Is that for some levels the 
backgrounds and foregrounds aren't clearly 
distinguished which sometimes results In 
you slamming right into an object leaving 
you lamenting your loss of power-ups. 
Other than this Galaxies is a pretty kick arse 
game and carries with it the heart and soul 
of side-scrolling shooters of old- awesome 
weapons, speed and destruction! What 
more could you ask for if you're as old as 
me? Hmmmm... 
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Total Soccer 


* PUBLISHER: Ubi Soft ir DEVELOPER: Ubi Soft * GENRE: Sport ★ RELEASE: Christmas ★ PRKE: $89.95 
* RATING: G PLAYERS: 1-4 ★ SAVE GAiVIE SUPPORT: Cartridge ★ 




Kosta thinks he knows bolls, so Total Soccer was his to review 


0 


otal Soccer is amongst the short list of 
realistic sports simulation games 
available for the GBA, and is also one 
of the system's very first soccer games. 
Boasting a huge list of teams from ail of the 
world's leagues and countries (well the 
decent ones anyway) and a chance to play 
at league or international level, Total Soccer 
attempts to provide GBA gamers with the 
err, total soccer experience. Read on to see 
If they succeeded. 




Surely by upping the difficulty level this glitch 

CEASED TO WORK? NO, I’m AFRAID N0T99 


PICK A TEAAA ANY TEAM 

If it's one thing that this game has Is no 
shortage of its teams to play as. Whether 
you're a fan of Arsenal, AC Milan or Real 
Madrid, the option to play as your favourite 
team is there, unless you're Steve and your 
favourite team hails from Uzbekistan. 
Departments where the game isn't lacking 
unfortunately do not outweigh the parts of 
the game that needed a lot more attention, 
like for example control. What takes you by 
surprise upon first firing up this game Is the 
developer's decision to opt for a top-down 
view of the proceedings. Getting used to 
playing at this view, instead of the industry- 
standard isometric view, takes a while and it 
doesn't help when character control is a 
little loose and unresponsive. When you 
have the ball you can either pass or shoot, 
that's it. When you don't have the ball you 
again have only two options, change player 
or slide tackle. As you can see the depth to 
the control scheme wouldn't impress fans of 
the sport, but to its credit the game does 
allow you to change offensive and 
defensive formations at any point in the 
game by simply pressing the L button. 

In terms of difficulty and most 
importantly opponent Al, this reviewer 
believed the game to be quite satisfactory. 
That was until a friend found a new 
strategy upon playing the game as Arsenal 
against Manchester. The strategy is as 
follows, if you have the ball, be it at your 
goal line or anywhere else on the field 
simply hold down the button and run to 
your opponent's goal In a straight line. As 
long as you do this 'super secret move’ the 
computer will never tackle you and Instead 


you will get an open shot at goal. Surely by 
upping the difficulty level this little trick of 
ours ceased to work? No, I'm afraid not. 

IF I WAS A BIRD LOOKING AT 
THIS ro... 

The top-down view also doesn’t help the 
game in the visual department as how can 
looking down at some dude's head Impress? 
Well, at least the field's themselves look half 
decent, and the weather effects help liven 


the rather dull look to this game. To its 
credit the game does sound pretty good, as 
the ball and crowd effects sound better than 
anything you've ever heard on a handheld 
soccer game. 

Put it this way, this game would probably 
have gotten a higher score (not much 
though) if It didn't have a ridiculously stupid 
glitch that allows easy scoring on the very 
easy difficulty as well as the very hard. 
Hopefully this Is fixed in the future. 
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POKIMON Crystal 


★ PUBLISHER: Nintendo ★ DEVELOPER: Game Freak ★ GENRE: RPG ★ RELEASE: Now ★ PRICE: $49.95 ★ RATING: G 

★ PLAYERS: 1 « SAVE GAiME SUPPORTS Cartridge ★ 



Kelly and her Pokemon, well it keeps her out of trouble anyway 



rystal is the latest in a long line of 
Pokemon Game Boy games, and is 
likely to be the last one for the Game 
Boy Color, with the next Pokemon game set 
to appear on the Game Boy Advance. 

Like Pokemon Yellow was to Blue and 
Red, Pokemon Crystal is an improved 
version of the Gold and Silver games. The 
main map and features of the game remain 
the same, but there are enough little 
differences to make it a worthwhile addition 
to your Pokemon game collection. 

A NEW COLOUR IN THE 
RAINBOW 

As with Gold and Silver, Crystal features the 
newest Pokemon and takes place in the 
Jhoto world, where you compete for eight 
badges in order to join the Pokemon 
League. While on your RPG style adventure 
you will meet people, battle trainers and 
catch as many Pokemon as you can while 
solving some puzzles and taking care of that 
evil Team Rocket as well. 

The first improvement you will notice 
with Crystal is that you now have the ability 
to play as either a male or a female trainer, 
good news for Pokemon loving girls 
everywhere! Once you start your Pokemon 
journey you will begin to notice the other 
changes. The most significant and useful 
change Is the new sign feature, which will 
inform you of your location whenever you 
enter a new area by popping a sign up at 
the bottom of your screen. This means you 
will have to spend less time checking your 
map to find out where you are and can 
concentrate on catching all those Pokemon. 
And speaking of Pokemon, some of them 





Now, 

whal: 

did you 

say 

your 

name was? 




Nouij 

wh at 

did you 

say 

y ouK" 

name was? 


Could I get your 
phone number? 


ttlHE FIRST IMPROVEMENT YOU^LL NOTICE WITH CRYSTAL IS 
YOU NOW HAVE THE ABILITY TO CHOOSE A GIRL TRAINER ff 


are in different locations, so you will have to 
track them down all over again. Like Gold 
and Silver, there are some Pokemon that 
will not be available to catch in Crystal. But 
Pokemon that were missing from the Gold 
and Silver games can be found here, so if 
you only have one of the other two, this 
can be your opportunity to catch those 
Pokemon that you couldn't get before. You 
can also find new TM's that were not 
available in the previous games, so your 


Pokemon will be able to learn some new 
skills that will make them even tougher! You 
will also be faced with new challenges in 
the Ruins Of Alph, because the Unknown 
puzzles have been changed to stump you 
again and test your brainpower. 

In addition to those differences, 
improvements have also been made to the 
look of the game. Graphics are enhanced 
and battles look more animated, this is the 
best pokemon adventure yet. 


RustraUa'sUMflkM runlcndo magadne 



VERDICT 



ALTERNATIVE 
ACTION 

POKEMON GOLD OR 
SILVER 
Pretty much the same game 
without a female trainer 


• Female trainer 


PLUS 

■ ^ • Some new pokemon 


• Still essentially 
the same game 

• Far too many versions 
of Pokemon available 


MINUS 


GRAPHICS: 

SOUND: 

GAMEPLAY: 


(-/rj 
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OVERALL 


88 


NINTENDO GAMER 


o 































































Our pacjage 
arrives... too 
much 

excitement 


AAy dreams 
came true, 
holding the 
handle! 
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Its so small, 
we were 
waiting for a 
huge box! 


hands On! 


Father and 
son together 
again 


More 

comparisons 


The official 
GCN 

memory card 


It's oh-so 
cute!!! 
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The most 
comfortable 
controller 
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of Luigi’s map shows his 
beautifully detailed hands 
holding onto the flimsy piece 
of paper. It's incredibly 
seamless and is a wonderful 
invite Into what sort of 
atmosphere lies ahead. He then 
heads up to a rickety old 
mansion and very cautiously 
sneaks In the front door. 

Without giving too 
much away, the 
beginning of the game 
Is, like most Mario 
games, an introduction 
to the very basic 
fundamentals you'll need 
to survive. In Luigi's case 


SO WHY IS THERE A 
MANSION ANYWAY? 

The basic premise of the game 
is that Luigi is on his way to a 
mansion he’s won, and we're 
introduced to the green guy as 
he makes his way through a 
spooky looking woods following 
a map. The first thing of note is 
that everything Is big. In every 
essence of the word. The trees 
that surround Luigi are dried 
and old and massive. A close up 


more to vacuum powered 
ghost-busting in Luigi's Mansion 
than you may have been led to 
believe. 


D espite our E3 hands on, 
and our initial preview 
of the game, a common 
question that we get asked 
about Luigi's Mansion is; "what 
else does the game offer besides 
catching ghosts?". This is a 
difficult question to answer, 
after all, when the first info 
about Mario 64 was surfacing, 
the same question could have 
been asked of Mario's star 
collecting fetish. But we all 
know that game turned out a 
treat. So we're here, not to give 
away everything about Luigi, 
but more to offer you the 
assurance that there Is definitely 















it's about correctly using his 
flash-light, and understanding 
how to control him. You use 
both analogue sticks, one can 
control Luigi's walking direction, 
while the other Is for his torso. 
This configuration frees up your 
left and right Index fingers for 
the shoulder buttons which are 
used later on for blowing and 
sucking from the vacuum as 
well as switching to and from 
your torch with the Z button. It 
takes a little getting used to, but 
after a while, the controller 
layout is very intuitive. 

JUIAAAAAARIO? 

The first task of the game Is to 
capture a family of ghosts, once 
captured, you'll release themj;? 
the professors little ghost 
catching machine, where I 
Imprisons them back into ^e 
paintings they escaped fron 
From here the picture is put 
in the Gallery and you'll see a 
whole bunch of empty spots 
that must be filled. Capturing 


the whole'wjRily the first time is 
incredible njin, but it's also a 
hint of thln» to come, as it's 
not merel^ task ^fi^^alking 
around c^turing ghosfe^ 

Instead l/uigi must unravelX^ 
secrets a^nd interact with the X 
environrrient in as many 
different\ways as possible in 
order to anlock clues, Witches, 
doors or rnlni-boss like ghosts. 
The game Becomes reasonably 
complex in kter stages based on 
the puzzle and exploration 
elements arid these are hinted 
on in the viry early parts of the 
game. 

Tou^out the game, Luigi 
^1 come acrbit various 
Characters, one oWhfch cgrries 
Aam ili^#i6okancl\ very^ 
aaive voice- ToaX^^When 
you first me^t Toad he'N^ing 
because Mario is missing 
(ironically there was a game on 
SNES called “Mario is Missing'' 
that starred Luigi). He'll give 
Dme help and Advice, but apart 
fr^mjh^ his Tole is pretty much 


the same as it 
was in Mario 64, 
still it's nice to be 
reminded th^ Luigi's 
Mansion shape 

or fonn^s a part oflfoe Mario 
iniverse. 

WHO YA GONNA 
CALL? 

So in the end, this title is 
definitely a treat worth 
engaging in. Lui ^ i collects 
money thjjgughout the game, 
and obvious^ collecting as 
much a%you;can ensures you'll 
get the ni^^st ^out of this title. It 
als^ii^fs a^reat puzzle 
experience, and extra 
exploration will make sure you 
dhcover the mansionV many 
secrets. On top of that,Che 
graphics are.superior in every 
wa^ jwrfinis is just a first 
generation title... Mario 
Sunshine Is definitely 
going to be 
something very 
special. 








KELLY STARR PRESENTS... 
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KELLY'S DIARY.... 

ARRIVAL IN JAPAN 
MONDAY AUGUST 20TH 
I arrived pretty late on Monday night, and 
got to my hotel that I wasn't really supposed 
to be staying at (we had four people in a two 
bedroom room) only to find that the guys I 
was supposed to be staying with had gone 
out to dinner, despite my threats of 'you'd 
better be there waiting for me or else'. So I 
set out by myself to find the restaurant they 
were at, and had a nice adventure wandering 
around trying to read signs and looking for 
these guys that I had never met before! 
Fortunately they had seen a photo of me, 
and they spotted me wandering around like 
an idiot and my crisis was over. 

SITE SEEING 

TUESDAY AUGUST 21ST 
As today was one of the only chances we 
had to do some touristy things before the 
big show, we all decided to go into Tokyo 
and look around. Unfortunately, the 
typhoon decided to strike the moment we 
got off the train, and soon we were all 
soaking wet and hopelessly lost with a 
waterlogged map and no Idea where we 
were. After buying umbrellas and getting 
some directions from a nice guy at 
Starbucks, we finally made it to our 
destination, the Pokemon Centre! Then on 
to Akihabra, the electronics capital of the 
world! You like the sound of eight story 
video game and electronics stores? Believe 
me, this place is like heaven. 

THE CALM BEFORE THE SHOW... 


WEDNESDAY AUGUST 22ND 
A pretty relaxing day that consisted of more 
rain, teasing the giant Koi in a big Japanese 
garden and peeking through the windows 
of the convention centre for glimpses of a 
GameCube. Later that day the rest of the 
group finally arrived, after having their 
planes delayed by the typhoon that was 
coming to take our lives. After staying up 
late to watch a video game show on TV 
that featured girls in bikini's playing Mario 
Kart Advance, we went to sleep excitedly 
awaiting the Nintendo event the next day. 

GAMECUBE PREVIEW 
THURSDAY AUGUST 23RD BUILDINGS 
This pre-show invitation only event was 
held in the coolest venue ever, an upside 
down pyramid! The GameCube preview 
was the first and, as it turned out, most 
important event of the week. To get the ball 
rolling we were spoken to by Nintendo's 
executive vice president, Atsushi Asada 
about the Nintendo GameCube and what it 
can do. He also talked to us about the 
different colours that the system will be 
available in and we got our first good look 
at the Spice coloured GCN. Next up, Satoru 
Iwata, Nintendo's Director of corporate 
planning came out to give us the details on 
the first batch of games for the GameCube, 
showing us some footage and talking about 
the stories behind the games and the way 
they are controlled . Then Shigeru 
Miyamoto (who I'm sure you all know of), 
greeted us with a friendly, "Konichiwa, 
Miyamoto desu," (good afternoon, I am 


Miyamoto) and then as a special treat, we 
were allowed to be the first in the world to 
witness video footage from the newest 
Mario and Zelda games! However Shiggy 
made us first promise that we would not 
show the footage that we were about to 
see, and although everyone agreed, there 
was a screenshot going around on the 
internet a half hour later, so someone broke 
their promise! (Wasn't me Shiggy!) After 
blowing our minds with that awesome 
footage, he then proceeded to talk to us 
about the way the Game Boy Advance will 
connect with the GameCube, and 
demonstrated with an upcoming Kirby 
game that is now in development. We also 
saw the way the Game Boy Advance 
connection will work in Animal Forest, and 
got some ideas about what it may be used 
for in the future. Then Satoru Iwata came 
back out to talk about dates and prices, and 
then to tell us about the Pokemon E-card 
reader, which we also got to see 
demonstrated later on. Finally after some 
more cool video footage of all the games. It 
was playtime! As it was a media only event, 
there weren't that many people there and 
that meant shorter wait time and longer 
game time, so it was a good day to get 
some GameCubing done. 

NINTENDO BREAKFAST 
FRIDAY AUGUST 24TH 
A casual event, and an economical one too, 
as free food Is great when you are trying to 
save your money. Nintendo executives and 
members of the press were treated to a free 
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tliose of you that-^[ - 
thought this feature 
wouldrV^ able to 
do anything cool 
(Bryce...) you wer^^ 
wrong! The besf^ 
example.-€rrthe way 
the^^ will be 
able to work with 


ir /yiatn talked 
^ent and his 
a, and^hen we all 
to prepare for the 
head of us. ' 


Tumble for the Game 
game, you use both] a 
a Game Boy Advance 
with the GSA controll' 


Lining up to 
play games! 
Have they 
no dignity? 


0 NINTENDO GAMER 


buffet br^'fast conveniently located indfie 
hoteTTwas staying at, so it was to 

Idck back, make some frienjis^abd talk about 
Nintendo over a mix of-<;^^al, bacon, 
jdonuts and squisb^r^fneCubes. 
jof America^Executive vice 
;ales and mar<eting Peter 
bout his upcDitiing 
^oliday plans fqr 
^ent back to oyr rooms 
first day of Spaceworld 




SPACEWORLbi PRESS ijAY 
jpRIDAY AUGUST 24TH | 

[The first day df ISpacewdrld was a half-day 
iaffair, for menhbers of th^ industry and 
invited guestsjtp have a 
jexperience th^^ames before 
jthe public-access dlty^. The new Ki 
jwas available today only; cuid I made sure 
•g;ot to try it out (more abourt^ games 
lateTl)jDefore taking the time tdfQffran 
interview wjth Beth Llewelyn from Nirrtendo 
Of America about the American GCN ; 
release. All Before getting back Into the main 
area to play games untiM was kicked out at 
closing time. 


iSPACEV^ett), PUBLIC DAYS 
jSATUR^ modST 25TH &" 
iSUND/^y Al/^ST 26TH 
Crowded! Nintendo Spaceworld is a free 
event, and it seems like every kid in Japan 
comes to take part, and why wouldn't they? 
It was harder to get a go on the games on 
the last two days because the wait was long 
and the game time short, but I didmanage 
to get some nice video footage of the new 
Nintendo/Singer sewing machine for the 
Game Boy Color and the Panasonic hybrid 
DVD/GameCube in action, despite it being 
a "No camera! No camera!" area. I also saw 
Sonic the Hedgehog hanging out with 
Mario and Link, who would have thought? 


^^THE GAME BOY'S 
CONNECTED TO THE, 
GAMECUBE...." 

We all knew that the Game Boy Advance 
would be able to work with the GameCube 
In some way, but the details on exactly how 
this was going to work were unknown until 


tha^GafneCube 
previe\A^^iefqre 
Spaceworld.'-F df - 


the GCN was seen in 
game that Is simularTo Kirby 
Tumble for the 


Kirby 

_/fs jTilt And 

Boy Cqlqr. In this 
a Cametiibe disk and 
cartridge together 
controller LinJ^iCable. The 
thing about it doesn't 

use the GBA^Cfttfcontroller, but it 
uses both scj:eert^o play the game! For J 
examplqr'^beli you fall off the edge c^be 
ley^^^fhe TV screen, you look ^-ybur 
screen and wait for Kirbyrto arrive 
there, where you can cojbfnLie to play on 
the GBA screen, before flipping him back up 
to the Gamefube and on to your TV again. 
Animal forest is another game that will take 
advantage of this feature. By using the 
CjBA, you will be able to visit new areas of 
the game, and If you take your GBA to your 
friends place, they can go there too. The 
most exciting part of the GBA/GCN 
connectivity is the possibilities for the 
future. With this technology. It is feasible 
that soon you will be able to take parts of 
your game with you to play on your 
handheld, and will be able to transfer 
characters/levels/data to your friend's 
games and back again. 


GAMECUBES- ALL THE 
COLOURS OF THE RAINBOW 

in addition to the purple coloured Indigo 
GameCube, Nintendo will be producing the 
system In two other colours, one black, the 
other an orange colour called Spice. 
Although nothing has been heard about the 
Australian launch, it has been confirmed 
that the GameCube will be available in both 
Indigo and Black on launch days in both 
Japan (September 14th) and America 
(November 18th). The Spice GameCube will 
be available a short 
time later in Japan, 
although there is no 
word on this colour 
being released in 
the US or Europe / 

Australia at this 
stage. Despite 
having only two 
console colours 
available at launch, 


there will be four 
different controller 
colours available In 
both Japan and 
America. Good 
thinking, 

considering that ^ 
the GCN has fptrf" 
controller ports, and customers may yyaitfrtb 
own a con :roltef-pf each colour^^Jh^y'Will 
be available in Indl^.^lacj^r^ce and clear 
eption the wireles: 


:hat will 


be 


Indigo venlons, not to rfle 
silver Wav(jblrd controll^ 
available a short time later Add to 
that the Game Boy Advan ce Link Cable 
that allow you to use youH GBA as a 
controller and you have a ot of control on 
your hand;. For those wkrting to play 
DVD's and games in one convenient 
package, it might be wokhwhile to wait for 
Panasonic to release their GameCube/DVD 
player unit; with it's cool looking 
reflective chrome front and silver cofTtPoljers 
to match. You may also temember that in 
my feature on strange NinfeR<^products a 
few months ago I mentioned thi^ Smger 
sewing machine that worked with the Came 
Boy Color. WetlsSinger and Nintendo have'" 
teamed up again to make another Game 
Boy sewing machine th^ allows you to 
embroider your favourite Nintendo 
characters onto your clothes at the pqsh of 
a button. The new sewing machine was 
demonstrated at Spaceworld, embroidering 
Mario, Kirby, Yoshi 
and many others 
onto fabric at 
lightning pace. 

There are no 
details of this 
reaching Australian 
shores however. 





















































SCANNER 

Another snazzy 
piece of hardware 
being flaunted at 
Spaceworld was 
the new Pokemon 
E-card reader. 
jGojng Jjr^io the old fashjaped way of 
pTayihg games on papef^>fint( ndo have 
decided to use Ppk^i^n card< as the main 
source of d^^^^ror one of their upcoming 
'P<:^em00^^gam^^ for the Game Boy 
Ad^fi^. The card reader works by reading 
iformation stored along the e dges of the 
cards, simular to barcodes. Th ? new cards 
are the same size as the regular Pokemon 
e cards, although they 
artwork on the back. The 
orks bjf Scanning the cards of two 


differc nt Pokemon In for therr 


Trading Card 


feature 


rent 


game 


each 


ther. Yo u 


and 


statistics, 


well 


:an also use tie game and 
ner to vievl/ b Pokemon's information 


to battle 


play 11 mini games as 
the Australian release 
is product remains unknown. 


LINK GETS A H/UlKEOVER 

As I'm sure all heard by now, the 

biggest tiling to be revealed at Spaceworld 
wa0h^ video footage of the new Mario 
Zelda games, which both shocked and 
impressed us all. I would have loved to have 
been on the stage 
when they played 
these videos, 
because the entire 


Would thr 
real Mario 
please stand 
up 


audience gaped In 
amazement at the 
Mario footage, 
and then dropped 


their jaws In shock 
at the Zelda video- 
cpllectively it would 
have been quite a 
sight to see! 
Everyone sat in 
silence while they 
played them, and 
then the moment 
they finished 
turned to the 
people around 

and started going, "Oh wow, did you 
see that?" (I was sitting next to Matt from 
IGN, who probably thinks I'm mad now.) 

The official sequel to Mario 64, called 
Mario Sunshine was shown first, and 
featured Mario doing what he does best, 
running, jumping and avoiding some large 
and detailed monsters as he made his way 
through a flawless 3D environment. As the 
footage was chosen so that it would not 
give away any details of what the game 
would be about, it is hard to tell exactly 
what the story will be, and what Mario is 
actually trying to do. On his back we can 
see some kind of water tank, but how this 
will be used in the game remains unknown, 
as does all other information regarding this 
exciting title. 

The footage from the new Zelda game 
probably caused the biggest fuss of all^^e 
to its surprising change in appear^pC^ At 
last years Spaceworld, a denp'i^eo was 
shown of Link and Ganpftdorf fighting, in a 
very dark and reali^tttstyle. Although it was 
only a demo vid^, and not an example opec 
game inih^maklng, fans were pretty^s^^e^ 
tha^-^tlie next Zelda title would be^^^Hfiat 
^ality. All were surprisedJ:io^iel^r, when 
‘Miyamoto announce^'t^jkihey had 
jchanged LinksJpo^^bit, and decided-fo go 
jin the opposile^direction with th>-f1ext 
game. The viqep we saw featured a 
cartoon style P-ipk, both |fa what looked like 
some cut scerjiejs, and some ifr game 
footage. The pew style of the garfrels 
Incredibly differient to tfie last two for the 
64. Link has taken on rnore of a cartoonish' 
look, with load!; of personality. So why 
change It wh(!n they we^e already on to a 
good thing? \ V?II Miyannoto himself said 
that Link was s :artlng tq^look more and 
more human, aid they re^fy wanted to 

turn mil>4^ck into 
a character.'Not 
‘ that, but \ 
o being 
i^^Th^y also 
wanted to 
something 
completely 
""different; to 
surprise us all and 
prove that-y^ 


don't have to do what everyone else is 
doing to make a good game. The new look 
of Zelda has added some humour into Its 
serious story, and you can tell from just 
watching the video that it will be of the 
highest quality and won't disappoint 
anyone, although It may take some 
getting used to. When asked about the 
reasons behind Zelda's new look, 

Miyamoto stated (or rather, his 
translator did) that: "One thing I'm 
afraid pf is that people who already saw 
Link in the very beautiful graphics may be 
looking forward to the much more 
sophisticated looking version of him In the 
next Zelda. | do not want to betray them or 
shatter their expectations, so what we are 
doing now is making Zelda as unique as 
possible because uniqueness is something 
gamers are always looking for. So I can say 
that we are ready to make that Zelda." 
Many may have doubts, but to them I say 
trust Miyamoto, he hasn't let us down yet 
has he? He also said that he Is working very 
hard on these games at the moment, and 
that they should be ready for release in 
Japan in 2002. 


WHERE'S 

Missing from the Spaceworlc^l^-iist were 
Star Wars Rogue Leadei^tigtje Squadron 
and Kameo: Denients;^0f^wer, despite 
both these game^. 0 ^ing playable at E3 
earlier this year In fact, nothing was 
mentippecTabout these two games at all! 
ThieTack of info seems to suggest that 
^ameo may have been pusjiec) back a bit, 

1 but we have seen pleiijy''6f Rogue info 
i elsewhere and everything seems to be 
i going well for its planned release. Also | 
j missing was a playable Metrpid Prime, 

I which, althou^^not at E3, Was expected to j 
I make a Spaceworld appear^n^. Miyamoto | 
reveal^ the reason bpht^ tms one to us in| 
j^.a^press conference^^h^asked why the j 
Metroid foolage^Was only a few seconds 
worth^i^iaughed and admitted thatjie 
^U^/nad more footage with hjintn his 
^ba£ but had decided not tp^h^ 
because he didn't thlnJ^Tt^was quite up to 
standard yet, and w^ted to wait until he 
was happier^vitn it before showing It to the 
public. 
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jJAPAN - LAjI 


UNCH, AMERICA 


LAUNCH 


jrhis game is n excellent ex^i^le of what 
jthe GameCuq^ii^wpable of, it 

manages to sho^^^ft^me of the n^rd^t 
pffects to create in ^^^g^es perfectly!\ 
l^m the light of Luigi's the 

trahsp^ent ghosts, the dust 
and the>f:^py fog, every detail is s&n\^ 
perfectly donbvik almost unbelievable. NbK 
to mention Luigi nlK^self, who shows scared 
expressions when toucrre4or surprised by 
the ghosts. The mansion is atsqfully 
interactive, and there are lots ofttrd<ien 
places to explore. 


mEASE INFOil 


LAUNCH, AMERICA^ - ijiuNCH 


JAPAN 


This fun titre features ajm^ohkey ipk>^^ 
twlio would hix^tiought?J41^ you roll 
arouhidvlhrough difer^n^rfefvels, collecting 
bananas and.heading for the goal,without 
^^^falllng otftfie side. Th^-game Is very 
fast, and ^rv^ipgte player mode 
levels fly by rather 
^ quickly. However the 

J best part about this 
game is the 

multiplayer section, that 
features four player racing 
^ and other cool games fun 

enough to rival Mario 
and Smash 
^^BMfeBros. for 

^^multiplayer action. 
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UIXA:4u14: 


oacas 




RELEASE INW : 


JAPAN - 26/10/01, AMERICA - LAUNC i 


It had a simple concept, attack things, cut 
things down, pick more PIKMIN, but it is 
surprisingly fun to play and there is a lot to 
do. In fact time seems to go by too fast for 
you to do It all and I can see this game 
becoming one of those time eaters that you 
can spend hours on without noticing. Also, 
when your PIKMIN die, they give off a little 
scream, and turn into a ghost! A little 
morbid perhaps, but a nice touch. 






v/7 


RELEASE INFQg 


JAPAN - LAUNCH, AMERICA - LAUNCH 


Well aside from the obvious fact that this Is 
le best water I've ever seen in a video 
garh«.^he controls are also done so well 
that yoth^ly feel like you're trying to 
control a jet sl^k^ you play. Nintendo tried 
very hard to mal^his game as realistic as 
possible, amM^e^lIttle things like the way 
iJCOi>tf65^vibrates, the irl:^ in the water 
anCf^we splashes on ^-^'i^iTneia all make 
this an incredlble-^TS^Ig exper ence. 
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RELEASE INFO: 

JAPAN - 2001, A 

With severar^^w^ modes, six 
characters and )lenty of trlck^fthis is 
definitely one o|f the be^ ^owboarding 
games arounc.. bnd ther ? ar^Jenty of 
them! On the ^"fameCube SSX is Fii^h in 
detail and ver/ realistic, 
distinctive ch£ r^cters Wi 
tricks and per;<lndlities. 
when your ri'ai is follov\ 
you down the - ill trying 
cause trouble fc r you! 

The graphics c )k great 
too, with real pic snow 
^md everyone 


/vith very 
h their own 
especially 
ing 
to 




C 








[bright detailed out^- 


I-JPDCZI 


RELEASE 


, AMERICA - LAUN^- 


JAPAN 


i Although ndt‘available to play 
I Spaceworld. every^ spreensf^oTwe see of 
i this gajne just looks be^r and betterf^ar 
I Wars f^ns h ave been eagerly awai^ng jliis 
I title (Ljdrry) bnd followihg its de^opmeht 
jfor sor^ time, and all Hiave j>een impr^ed 
: by its speed and graphicscTn It 

almost looks like-movie fooJage?so it’s 
obvious that a lo.t^p^^ork has be^T 
puttn here. Star Wars fansphouldn't 
be disappointed, and^ev^one else 
should be pleased too. 


‘baes^ 
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RELEASE tNFQ: 

JAPAN - 2001, AMERICA 


iAU 


I have to admit that this vyas onej^ame I 
didn't play at Spaceworld; becauseSl!SvXeally '' 
not the kind of game youk^n experienced:::-., 
properly in five minutes. A strategy game 
simular to Sim Theme Park, but thef'park you 
are building is a Universal Studios (duh7)>-,. 
You will be able to go on your rides, interact' 
the customers in your park, control 
ices etc. The graphics look pretty nice 
and there Is a high level of detail. 








JAPAN - 2001, AMERICA - 3/12/0 

Survival horror makes It to the 
GameCube, and at Spaceworld there was 
a new character that you could play 
with who was unavailable at E3. 

With a timeline spanning over 
2000 years and 12 playable 
characters it's pretty obvious that 
what we have seen of this game so 
far is only the tip of the iceberg. But 
from what we have seen, It's 
shaping up to be a pretty scary 
adventure, with a superb 3D 
environment and some freaklly 
detailed monsters to boot. And 
that’s not even 
mentioning the 
sanity meter! 
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RELEASE INF^ 

JAPAN - 2im/bl, AMERICA - 3/12/01 


The multiplay ?f| 
time with mo e r 
What's most irri 
characters cari a 
attacking at tha 
managing to )a 
executed. Thi; 
game at Spac ? 
why, because ( 
jean have a go 4nd still mih-ri^e to do 
[something co^^h, and the i^K»^vid 
[rocks too. 


favouritfvis back, and this 
characters thT^^iever before, 
pressive s that 
ill be running, jumping'^n^ 
one tim ? while still 
fully de ailed and flawlessly 
i^as easiW the most popular 
ivj/orld anc its not hard to see 
e^en unsk lied button mashers 


RELEASE INFQl: 


JAPAN - 2001, AMERICA 


I'm personally not a big sporfev 
game fan, sd Ldidn’t play this 
Tm noit really sure^ how it g^pares to ^ 
other games like it, but from what I ' 
saw, itfs looking very nice indeed. The . 
close ups they show of ; the players are 
incredibly detaTtecl^ and the weather 
effects loofe'.^tty cboLtob, with /a'HTand 
'vviqd affecting tf^^^mes and the 
atmotpbere. Sports^^mo tovers should 
be very satisfied with this one. 








































SOON AFTER;^ 

, Pikmiri;>2^0/01 
i Syp^Smash Brothers Melee 
1 ^/ 11/01 

A Animal Forest - 14/4^^01 


ALSO Ij 


t)arkness 


Fffa2002 
SSX Tricky 


Leader: 


AMERICAN U lunch TITLES: 

Super Monkey BaljJ 


PLANNED FOR 2002 

sStar Fox Adventures: Dinosaur Planet 
2 )^ 2 <^ 

Animah^e^er - 3/2002 
Batman: Dail^-^oniorrow - 3/2002 
Virtua Striker 3^^''2QQ2 
Mario Sunshine - 2005\^ 

^end Of Zelda - 2002 


lOSOsQCN 

Donkey ^ 84 :^ Racing 
Doshin the Giknt 
Phantasy Star OyUrre 
Sonic Adventufe 2 
Bombeprf^ Generation 
Ruft^ 

Soul Calibre 


Luigi s Mansio^r 
Pikmin 

Wayei<ace . 

Star Wars Roguy,.k|^ 
Universal Sfudios: 

All StyivB^^II 
pa^p^^ra BMX 
M^den NFL 2002 
NFL Quarterback Club 
NHL Hitz 2002 
XG3 Extrern^^^cing 
SSX Trick^r 


Well after seeing all the games that were 
available to play and the video footage of 
the ones that weren't, I think that my brain 
Is going to explode, but before it does I 
would just like to say that I was thoroughly 
impressed by the high standard of all the 
games available to play at Spaceworld, and 
mo^tvQf them were only demo's! It also 
seem thcttsl^ntendo aren't concerned In the 
slightest aboutN\^at Sony and the Microsoft 
jnch date of the Xbox 
I from moving their 
date furtj>epjDack. It's 
bvious that Nin^rrdo are confident 
that they have ^be^jwp^r hand in this 
console waiV'^pdwhy wouldn t they be? 

[j^d^LJrftandard of 'qualit^^ not quantity' 
has>€fved them well, and witi the launch 


of the PS2 behind us and the 
demise of the Dreamcast earlier this 
year, it seems that the Nintendo GameCube 
will be only competing against the Xbox, 
who they don't see as much of a threat. 
Only a company like Nintendo, who has 
beaten their way through the console wars 
for all these years, could release their next 
generation system a year later than the 
competition and still expect to come out on 
top. With the Game Boy Advance released 
earlier this year and the GameCube looming 
on the horizon, it's clear that this will be a 
great year in Nintendo's history books. 

So with fond memories of typhoons, 
Pokemon merchandise, Zelda, instant 
noodles and crazy TV game shows, I end 
my Spaceworld report. 'Till next year! 


JAPANESE LAUNCH 
TITLES: 

Luigi's Mansion 
, Wave Rave Blue Storm 
Super Monkey Ball. 


Star WafSsRouge 
Rouge Jlquadfqn 
Universal Studio 
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Celebrating the arrival of Game Boy Advance, saying 

good-bye to N64 and looking to the horizon for GameCube, Nintendo Gamer 
has been busy. But never too busy to start getting all sentimental and 
retrospective about the company we love, that's why we’ve compiled a 
comprehensive list of the most important games to ever grace a Nintendo 
system since the Big N's humble [videogame] beginnings. A list like 
this isn't an easy task. After all, there have been numerous 
Nintendo systems, and an innate number of games to grace 
them, but that doesn't mean it wasn't fun pulling out the NES, 
SNES and various Game Boy's to play-test every possible list entry. 
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CNintendoQ 

mes of all time 








So without further ado... the TOP 50 NINTENDO GAMES EVER 



50 

Double Dragon II (NES) 

49 Beetl e Adve n ture Racing (N64)_ 

4.8 Blast Corps (N 64) _ 

47 . The Legend of Ze lda; Oracle of i^es and Seasonj 

46 _Mercy (N64}_ 

45 Teenag^e Mutant Ninja Turtles (NES) 

44.Battle toads (NES) _ 

43 _ISS 98 (N64> 

4.2_St^unt Racer FX (SNES) 

41 Metal Gear ( NES) _ 


39 - _ Super Smash Bros. ( N64) 

38 Jet F orce G emini (N64) _ 

37 Conker’s Bad Fur Day (N64) 

36_ To n y Hawk’s Pro Skater 2 (GBA) 

35. Castl evania (NES) _ 

34 Super Star Wars (SNES) 

33 Excite Bike (NTSj 

32 Final Fantasy (NE S)_ 

31 K id Icarus (SNES) 




39 

28 


27 

26 


25 

24 

23 


22 

21 



19 

18 

17 

15 

14 

43 

12 

II 



Resident Evil II (N64] 


.4 0 8 0 (N 6 4) 

Pokemon (GBC)_ 

Mortal Kombat II (SNES) 

.M-1 ke Tyso n’s Punch Out (N ES) 

Banjo-Kazooie (N64)_ 

^dvanee Wars (GB A)_ 

Rogue .Squadron (^64!_ 

Bomberman (SNES) 

F>Zero X (N64) 


Perfect Dark (N64) 


Star Fox (SNES) 

Yoshi’s Island (SNES) 

Killer Instinct (SNES)_ 

Donk^ Kong CounU^ tSNES) 

Paper Marioj(Nj64)_ 

Metroid(NES) 

Secret of Mana (SNES)^_ 

Uni Rally (SNES) 

The Legend of Zelda: Ocarina of Time 
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SUPER MARIO BROS, (nes) 


The game that started the deal. Mario finally left his 
construction job behind (Donkey Kong), to work on 
Princess Peach's pipes. An absolutely rad game. 



SUPER MARIO BROS. 3 (nes) 



Miyamoto's brain was on some sort of super drug to 
have come up with the sheer brilliance of what SMB3 
had to offer. More talking mushrooms, angry bombs, 
flying turds (Goombahs) and plumber-eating plants 
than ever before. 



WAVE RAGE (N64) 

It's been said before but we'll say it again, Wave 
Race is the most realistic racer available yet! It has 
the most insane water physics ever seen in the 
videogame forum, and has yet to be beaten. 


THE LEGEND OF ZELDA: 

A LINK TO THE PAST (snes) 


A Link to the Past, was the first game that showed 
just what the SNES was capable of, and was also one 
of the biggest and most extensive games available on 
the console. Arguably only beaten by Secret of Mana 
in terms of gameplay. 






SUPER STREET FIGHTER II 

D 

TURBO (SNES) 

The best console version of the SF series ever, and a 
. game that has endured time make this a must entry. 




^NINTENDO GAMER 































































































SUPER MARIO WORLD (snes) 

It was incredibly hard to choose which of the 2D 
Mario games was going to place first, but Super 
Mario World won in the end based on it's 
amalgamation of the best elements of all of it's 
predecessors, that and the fact that it's damn long! 


SUPER MARIO KART (snes) 


Countless clones have tried and failed to capture the 
sheer essence of what this game is about- innocent 
fun. Easily one of the best multiplayer experiences on 
the SNES, and a single player game with endless 
replay puts this game comfortably in our top 5. 







TETRIS (GB) 


If you brought the original GB, you had Tetris. Tetris, 
with it's simple and highly addictive gameplay, Is one 
of the few games that the Game Boy phenomenon 
can be thanked for. A true classic. 



GOLDENEYE 007 (N64) 



Rare's first EPS and a game that even had the PC 
community looking at with great interest. 
Implementing Ideas and gameplay Innovations never 
done in this genre before, on a console no less, 
makes it easily one of the most Important Nintendo 
games ever. 





1 

SUPER MARIO 64 (N64 


i 

The game that defined the 3D worlds of gaming 
today. Miyamoto never missed a beat in the 
transferal of his 2D genius to the difficult worlds of 

3D. This game Is the epitome of Nintendo's 
philosophy and vision. 

_ mmm' ” 
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RANT 


Usually we're the only ones who 
are supposed to send things to 
people, but this month Nintendo 
Gamer reader Natalia Silva sent 
us some really cool Pokemon 
and Dragonball crap, hence the 
Pikachu's that have Invaded my 
hair this month. Thanks! 


Kelly Starr can help you with any Nintendo or life related questions, just ask... 


0 CATCH OF 
THE DAY 

Hey Kelly and the rest of the 
crew, 

do your jobs really kick as much 
ass as they seem to me? I mean 
you get paid to play and review 
the latest games, go to cool 
overseas conventions and get 
tonnes of free Nintendo stuff 
like T-shirts and other such 
groovy things. Is It as sweet as It 


sounds or is there a catch? I 
have a few game related 
questions: 

1) How many new characters 
are there in Super Smash Bros. 
Melee and who are they (I 
heard Bowser Is In it)? 

2) Does the name 
NINTENDO mean anything or is 
it just made up? 

3) When can we expect to 
see GameCube ads on TV? 


4) Will any of the great NES 
and SNES series come to GBA or 
GBC like the Super Mario Bros, 
series has? I would love to pick 
up a GBA/GBC and be able to 
play the NES Double Dragon 
series (my all time favourite). 

Thanks for your time, keep 
up the good work with the 
mag. 

Justin Greenaway, VIC 

Where is this free stuff you 


speak of? The boys must have 
been hiding all the goodies 
from me, cause we don't really 
get that many freebies. It is 
pretty cool though, but there is 
a catch, deadlines and last 
minute changes to the 
magazine can be stressful, and 
then we have to try and keep 
you guys happy as well. 

1. Well the first one had ten 
characters and this one has 27 
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(confirmed anyway, there'll 
probably be more to 
unlock!- Steve.), so there are 
many new faces! Bowser is one 
of them too. 

2. Nintendo supposedly means 
'leave luck to heaven', which 
the company was named in 
1951 when they made playing 
cards. 

3. Weil in Japan when I was 
there, there were plenty of 
GCN ads on the TV, so I 
assume they will start a few 
weeks before the launch, but I 
don't know for sure. 

4. Double Dragon was the first 
game I ever got! Although I'm 
not sure how its chances of 
appearing on GBA are, 
although it was cool at the 
time, it isn't really up to the 
standard of today's games. 
There may be others like Mario 
that will be transferred over, 
but we have no titles at the 
moment except for Super Mario 
World which will be called 
Super Mario Advance 2. 

O ZELDA 
ON ICE 

Dear Nintendo Gamer, 

I'm writing to you about the 
new look Zelda, as many may be 
a little put off by it. I know I was 
the first time I saw the video, 
but trust me it will grow on you. 
Every one I know was expecting 
an adult Link and a grown up 
atmosphere (eg, the Ocarina of 
Time) but are left with a Disney 
cartoon that looks like Majora's 
Mask and has a reminiscence of 
Links Awakening (SNES). So a 


little metaphor would be that we 
were expecting fire but got ice. I 
think that in time when you 
adjust to the "temperature" you 
will see that it just may be 
another great GameCube game. 
Even though its only half way in 
development the level of detail is 
still awesome, like how the dust 
and smoke curl and for those of 
you who haven't seen It in 
motion... DAMN! You missed 
some fine action. See kids this is 
why the PS2 sux, it has been out 
a year and still only 3-4 games 
are any good, but with Nintendo 
the GCN launch games alone are 
enough to wet yourself over. So 
screw X-mas this year and save 
your dough. 

Greg Pyke, via email 

Well said, it actually took me 
some thinking before I was 
sure if I liked the new look 
Zelda or not, just because I 
have a strong dislike for 
western style cartoon, but as 
you said, once you pay 
attention to the details it grows 
on you, and we all know that 
it's going to be brilliant, even if 
a few people will have to 
'warm up' to it. 

0 STRANGE 
WIVES CLUB 

Hey Kelly 

I just want to tell you that when 
I achieve world domination you 
will be one of my wives and 
Camereon Diaz, Drew 
Barrymore, Jackie Chan etc etc 
thanx ciao 

Kyle, via email 

I wonder what Mr Chan thinks 




A 



Letter of the Month! 


★ CONKERS WORST 
DAY EVER! 

I was harmlessly playing 
Conker's BED with my brother. Itj 
was a multiplayer Beach game, 
and my brother and I were both I 
Tediz. In my brother's stupidity, 
he started taking shots at me 
with the big machine gun. Me 
being the hand cannon, I shot at 
him, and for good measure punched him 
in the guts, for real. 

"Dad, Dad, come here! Ben hurt me!" Blake said, being 
the little sook he is. Dad comes in and says, "All right, 
what're you guys doing..." 

Here It comes, I thought, another one of Dad's lectures. 

But it was no ordinary lecture, read on... 

"Ben... h-hurt me!" Blake cried. 

"Ben, try not to take it out on your little brother, he's not 
like one of your mates at school that you can push around," 
Dad said calmly. 

"But he's being a little shit, shooting at me when we're 
meant to be working together!" I exclaimed. 

"Well all little brothers are little shits sometimes, but you 
have to tell one of us and we'll sort it out..." 

You may think this is the end, I know I sure did, but this is 
where It gets really, really scary. 

"...But you do not fight over this piece of shit!" He glared 
at the 64 and kicked It with all his might. The cart flew to the 
other side of the lounge; I sat, stunned, unable to move, 

(well If that's what you call dropping the controller) at the 
truly unbelievable scene. It didn't stop there, no. 

"This is a piece of SHIT!" he continued to scream. He ran 
over to where the cart laid and kicked it for a second, a third 
and a forth time! 

"If I ever see this happening again, I will go sell it at the 
market. I'll even go smash it up and go put it in the tip!!!..." 

Bla, bla, bla, bla... It happened a night ago, so I can't 
remember exactly what he said, but it went on for half an hour, 
but eventually he stormed out only to come back in saying... 

"You guys are too young to be playing this game anyway 
(if it isn't already broken, I whispered to my brother), so 
you're not getting it back until you're 15! (by which time 
we'll have GameCube!) 

I finished off saying, "Oi, Blake. I wonder what Nintendo 
Gamer will think about this scenario? He, he, he!" 

Ben Hadrian, VIC 

Well we thought It was hilarious actually, but we do feel 
sorry for you poor boys who have no Conker game to play. 
Actually this reminds me of events that have gone on at my 
house, as I also have a sooky younger brother and an angry 
father. In fact I lost my beloved Betamax in a simular 
fashion, although it's not quite the same thing, as you can 
get a Beta for pretty much free at garage sales and Nintendo 
64's are a bit more useful. But anyway, have a Thrustmaster 
pack for your Game Boy Advance to help pass the time until 
you get your GameCube, and try not to fight over it! 

Winner of the letter of the month, Ben, picks up a 
Thrustmaster GBA carry bag, you can find 
Thrustmaster on the net at www.thrustmaster.com.au 
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Notable Quotables 



rm writing to say that SEGA has got nice to every video 
game company around, the owner one minute says he loves 
XBOX and says its the best and a delight to make games for 
then they go to Sony and say the samel! 

Hardcore Freak, via email 


When things first come out, people start saying stuff about it 
might suck. Face it, you haven't played it so shut your 
trapper! I think its ok that people have the right to express 
their anger or give out comments but it's just pointless to say 
something sucks until you've played it. (AKA Don't 
judge a game by its cover!!!) 

Adrian, via email 


How can you possibly cut the buyers guide from the mag to 
make way for the get a life column, four pages of completely 
non-Nintendo material replacing a Nintendo buyers guide, 
get real. I know you think you are broadening our horizons 
but this Is a Nintendo mag isn't it? Leave all the other stuff to 
Hyper (which I also read), where a variety of topics do 
belong. 

Rocket, via email 


Cult Members- Oh Natalia, what have you done? 


Natalia and Glenn- I'll join the cult too. If you want, I can 
make the cult site? (I'm pretty good with html) if ya like the 
Idea, jus e-mail me at: 
kasplatza_red_123@hotmail.com 


I'd like to join Natalia Silva's cult for Nintendo, (my e-mail's 
shadow_warrior_freya@yahoo.com ) it sounds like fun! ^ 


Hi, This is some stuff regarding the cult thing going on. I just 
started a new web page (www.avidgamers.com/nintendo/) 
and if the person that started the cult would like to put some 
stuff on it on my site or simply advertise it, e-mail me at 
theo_batchelor@hotmail.com Thats it, Theo. 


Glenn Syne (#2)- I'm interested In this cult that you and 
Natalia Silva are organising. If you want to discuss this further 
with me, email me at sebbo_oz@yahoo.com.au. - Wayne 

I can't believe Nintendo changed Zelda, what's up with that 
shit? 

Anonymous 


Does anyone think this mag needs more pages? I know I do, 
it just seems as though the crew have to skimp on their 
information because of space restrictions... maybe we should 
make a petition 
Jamie Patterson 


What the hell is "Lamewares"? 
Lame-o, via email 




Can someone tell me why James Cottee writes for EVERY 
games mag at Next Media? His name is everywhere. Oh and 
That Kosta is one helluva try-hard. I mean he doesn't even 
have his own Next Media email address 
DaBombastic, via email 
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about being your 'wife'? And 
don't say thanks, cause I didn't 
say yes! Call me when you rule 
the world, we'ii talk then. 

0 NINTENDO 
WITHDRAWAL 

Dear Nintendo Gamer, 

I am 11 years old and suffering 
from heavy withdrawal 
symptoms as I am banned (can 
you believe it!!?) from the 
N64!!! So far! have been in this 
situation for two whole days, 
days without sleep knowing I 
cannot play any Nintendo the 
next day, days reading 10 
month old Nintendo (or N64 as 
you were back then) Gamer 
magazines, days doing 
homework! Another thing I'd 
like to say Is how perfect Super 
Smash Bros, is for those days 
when you have to entertain 
about four of five guests, I 
mean who can resist bashing 
the shit out of Pikachu with one 
of those baseball bats? Another 
game that is perfect for this 
situation Is Conker's Bad Fur 
Day, especially playing with a 


chainsaw, chopping the Tediz's 
heads off. Now could you 
please answer these questions: 

1. Do you have a games 
release list for the GCN? 

2. Do you know who any of 
the characters In SSBM are? 

3. How do you get tickets to 
E3? 

4. Is there going to be a DBZ 
game for GBA? 

5. Will there be a Tekken or 
Fighting Force game for GCN? 

6. PS2's have DVD and CD 
players in them, will the GCN? 

7. Will there be an adaptor 
allowing more controllers on the 
GCN? 

Matthew Ferguson, SA 

Why did you get banned from 
the 64? You must have done 
something really, really bad to 
deserve that kind of 
punishment! SSB is probably 
one of the greatest multiplayer 
games ever, so when you are 
allowed to play again I 
recommend playing that to 
ease your withdrawal 
symptoms. 

1. Not for Australia (yet- 
Steve.). 



The artwork 
we're getting 
just gets 
better, keep it 
coming! 
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2. We know who the first 14 
are, but the hidden characters 
remain mysterious... 

3. You have to work in the 
video games industry in some 
way. 

4. A game called 'The Legacy 
Of Goku' Is being developed by 
Infogrames for the GBA. 

5. There are no plans for either 
at the moment, though Tekken 
will be on the GBA. 

6. No, but if you want to play 
DVD's with the same system, 
Panasonic are releasing a 
GameCube/DVD combination 
machine. 

7. Not yet, but it's possible. 

0 DODGY 
BEGINNINGS 

Well, well, well... 

I never thought I would find 
myself writing to good old N64 
Gamer again let alone Nintendo 
Gamer. 

Now let me see where It all 
started. Ahhh that's right It was 
June of 98. My mates and I 
were down at the local arcade 
celebrating my 14th birthday. It 
was a particularly good birthday 
for me because I had just got 
my hands on a N64. So there 
we were looking at the various 
games and promo posters, then 
we stumbled across a pile of 
game mags and there it was 
N64 Gamer #2. It looked quite 
good I flicked though It for a 
while then put it down. I was a 
little annoyed that I couldn't just 
buy it there and then, but one 
of my mates conveniently 
shoved it under his jumper and 
we left looking very dodgy 
Indeed. My first game mag, my 
first N64 Gamer. That's where It 
all started, albeit in unlawful 
circumstances, but a start all the 
same. I read it from front to 
back every page, every ad (even 
the PSX ones!) every letter. Now 
at 17 I have every issue of N64 
Gamer up till about 2 months 
ago. The only reason I have had 
the last 6 months worth of N64 
Gamer is because I was 
subscribed. I have barely 
managed to open the last six 
N64 Gamers, let alone read 
them from cover to cover. What 
was it with N64 Gamer these 
days I kept asking myself. Is it 
me or them? Anyway I just 
thought that, even though I no 


longer subscribe to your 
magazine, your latest Issue has 
given me the same feeling that I 
used to get before N64 Gamer 
started going downhill. So yeah 
thanks. I really do enjoy the 
new Nintendo Gamer and I'm 
sure I will be re-subscribing in 
the near future. 

Oorab, via email 

Well I'd tell you off; if I wasn't 
guilty of taking magazines 
myself from the local 
Laundromat, and they never 
even have anything good! At 
least you pay for it now, and 
we plan on making Nintendo 
Gamer better than ever, so 
you'll be all excited inside 
again in no time. 

0 VIOLENTLY 
ITCHY 

Hi! How ya going? My name is 
Marshall and I'm 14. I'm off 
school with chicken pox and 
I've decided that it's time that I 
got off my itchy arse, stopped 
playing the 64 and did 
something worthwhile. So here I 
am writing a letter to the best 
magazine In the world. Now, 
before I go on, I would like to 
congratulate you on your new 
look mag. I know you're 
probably thinking that I'm just 
sucking up so that I get my 


letter published but seriously, 
this team has brought the mag 
a long way. I remember when I 
first bought the magazine (Issue 
17) and I Instantly fell In love. 
Over the next few issues I 
formed a special bond with the 
magazine and then the team 
left leaving the mag in a mess 
(remember those few crap 
issues) but your team brought It 
back and now it's better than 
ever. That's why I will be 
renewing my subscription next 
month (bloody hell, that means 
I'll have to spend some of my 
hard earned GCN savings). 

Anyway, enough flattery as I 
have to give my two cents on 
the censorship issue. You see, 
games don't control people, 
games are always controlled by 
the people who play them. If a 
person is non-violent they will 
be playing a game in a less 
violent manner and the level of 
violence could be controlled to 
the level they like. For example 
they could use codes such as 
paintball and other cheats to 
lower the level of violence but 
most people don't because they 
can accept that it is just a video 
game. Violent games are also a 
healthy way to vent your anger 
and the more realistic the better. 
So people, if you don't like 
violent video games don't buy 


them but don't complain, just 
let others enjoy masterpieces 
like Bad Fur Day in peace. 
Anyway, those are my thoughts 
on the situation. 

Marshall Earnshaw, NSW 
The readers seem to be having 
some bad luck this month, what 
with bannings, confiscations 
and infections diseases to boot! 
And it's a good thing you didn't 
suck up just so you would get 
printed, because that never 
works! You have some good 
points there, and it's unfortunate 
that people blame video games 
for violent acts whenever they 
have no one else to blame. 
Hopefully in the future people 
will see games differently. 

0 SHOOT 
THEiUl ALL 

Howdy Nintendo Gamer, 
your new mag is still the best, 
so keep on going! Now to the 
point of writing this letter. How 
do you guys take a screenshot 
of the games you play? In all 
the reviews you always have 
screens of the games but how 
the hell do you do it? Is there 
any way I can do it? I'm sure a 
lot of other people out there 
want to know how to do this 
just like I do. 

Isaac, via email 
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Yep, all the screenshots we use 
we take ourselves, It's really 
easy to do, and you can do it 
too! All you need is a capture 
card, and some kind of screen 
capturing program. At work we 
use Adobe Premier, but there 
are plenty of others available. 
Then you just have to hook 
your TV up to the computer and 
you're all set. 



BUT WAIT, 

THERE'S 

JUIORE! 


Dear Nintendo Gamer/Kelly's 
Mailbag, 

congratulations on a great 
magazine. Yours is the only 
good Aussie magazine on the 
market over here, the other 
magazines give the readers 
what they want to know, and 
leave. But your magazine gives 
it more. Your article 'Success & 
Failure' was great; I'd never 
seen the Game Axe Color or the 
sewing machine before. I've 
been writing to N64/Nintendo 
Gamer for ages now, but I've 
never got a printed letter, or a 


response. I can't wait until I play 
Super Smash Bros. Melee or 
Mario Sunshine. Have you, or 
any of the team ever played a 
'Cube game at 

E3/Spaceworld/other electronics 
festival? Because I really wanted 
to know, how does the new 
analogue controller feel? I've 
heard It's bigger, and doesn't 
grind. 

Anyway, I'll just ask a couple 
of questions and be on my way. 

1. Which do you prefer; 
TLOZ: Ocarina of Time or 
TLOZ: Oracle of Ages? 

2. Will it be possible to buy 
and replace the skin of the 
GBA? Not the LCD screen's 
plastic cover, but the actual 
plastic? If so, how much will it 
cost? 

3. Is it hard to write & create 
such a huge mag? Do you 
spend all your free time doing 
It, or Is It just a regular thing? 

4. Where would I be able to 
back-order the first issues of 
N64 Gamer? 

5. How much mail do you 
guys get? 

Ryan Plant, via email 


Hey Ryan, glad you liked the 
success and failure feature, I 
certainly enjoyed writing it and 
we all learned a few things that 
we didn't know before. Most 
people who write in don't get 
replies, or responses, so don't 
take It personally. I got to play 
the GameCube at Spaceworld, 
and Steve and Kosta played it 
at E3, so Lorry, Andy, Bryce and 
James are the only shmuks that 
have missed out. The analogue 
controller seems to be pretty 
much perfect, so It looks like 
they've taken care of ail the 
problems the last one had. On 
with the questions: 

1. I personally prefer OoT, 
probably because it looks better 
on the big screen and there 
seems to be more to do. 

2. The actual plastic Is 
permanently attached, but you 
may be able to buy covers to 
put over the top In different 
colours, like you could for the 
GBC 

3. Well it takes everyone a 
month of full time work to get 
the whole thing together, but 
sometimes we have to put In 


some of our own time to get it 
done in time, and there are 
many people that work behind 
the scenes that we wouldn't be 
able to do it without. 

4. I asked Steve and he said, "I 
don't know." We'll see. 

5. Hmm, I'd say we get over 
100 emails a month, and a ton 
of letters via snail mail, and I 
read every single one of them. 


KELLY'S 

JUIAILBAG 

if you have some questions 
about the world of 
Nintendo or just want to 
say something interesting; 
write in to Nintendo 
Gamer. 

MAILBAG Nintendo Gamer 
78 Renwick st, 
Redfern, NSW, 2016 
or email: 

gamegeeks@next.com.au 
So get off your butt and get 
your hands a writin' 


WRITE TO 




GaMt I^ca OP THC Month! 


THIS MONTHS CAME, 'SECURITY SURVEILLANCE' 




In this game you are head of the security in a building 
(perhaps art gallery, some place with expensive things) that 
has frequent criminals progressively smarter and more cunning, 
sometimes with weapons, disguises, security disruption devices and 
other handy criminal gadgets. Now you as the controller of all 
security equipment can deploy guards, use infrared and heat 
seeking cameras, security doors and block all possible escape 

routes. 

You can make your way up the 
security surveillance directors to 
larger jobs that have better 
equipment and higher salaries. 

The view of the game is a RTS 
like view in which you control 
police officers, security guards and 
maybe even SWAT teams! The 
music could be cool techno alarm 
like music that gets your heart 
pumping and takes the adrenaline 
levels higher. You can also control 
lights (If not already disabled) and 
cameras as previously mentioned 
which light up the area which the 




camera views. 

This game was Influenced by that game in which you are the 
criminal, Picasso, so I thought about turning the tables and being 
the good guy instead. 

Benny D, NSW 

True, most games you play as the bad guy, it would be interesting 
to experience the other side of it. I think this would make a fun 
and challenging game. 

Just a note to all readers, from issue #1 of Nintendo Gamer, Game 
idea of the Month was not a prize winning section. And to ail the 
voucher winners from N64 Gamer, we apologise for the delay in 
getting you your hard-earned gift, unfortunately we've had a few 
problems with the supplier, but all of that will be fixed soon and 
you will recieve what you rightfully won. From this issue though, 
we have an awesome GBA accessory pack from Thrustmaster to 
give away every month- so keep the ideas coming! 



Vi_ 
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WINNERS FROM NINTENDO GRMER ISSUE 1 

Tony Hawk prize pack competition: 
WINNER 

Jonathan Thomas, NSW 


RUNNERS UP: 
Emily Fitzgerald, VIC 
Sean Acklund, TAS 


TERMS AND CONDITIONS 

1. Entfv 5 open to lesidcntv ol Austialu except empJoycei jnd immediate families of Next Publishing Pty Ltd and 
its agencies associated svith the promotion. 

2. Only entries completed with these terms and conditions svill be eligible 

3. Competition begins 9am 31/10/2001 and entries close at ^m 12/12/2001 

4. In determining eligibility the fudges decision is final and no coircsondence will be entered into. 

5. The Winner will be drawn at 9am 17/12/2001 at Next Publishing Pty Ltd 78 Rcmvick St, Redfern NSW 2016. 

6. Prires must be taLen offered and are not redeemable for cash 

7. The promoter is not rbsponsible for misdirected or lost mail. 

8. The winners will be notified by mail and results published m issue 6 January on sale 19/12/2001 

9. Five winners will each receive a copy of Conker s 6ad Fur Day RRP $129.00. Total prize value is S645 00 
10 The promoter is Next Publishing Pty Ltd ABN 88 002 647 645of 78 Renwick St. Redletn NSW 2016. 


you were one of the 
^.unlucky people to not get 
your hands on a copy of 
the brilliant Conker's Bad 
Fur Day from Nintendo 
and those game genius'sO 
Rare, now’s your chance. 
Nintendo of Australia and 
Nintendo Gamer are giving 
five readers the chance to 
win one of five copies of 
A the game plus an 
j ; Australian exclusive 

Conker 'choose your own 
adventure’ promotional 
booklet. Also we have 15 
extra copies of the booklet 
to give runners up! 

"How the hell do I enter?" 
I hear you say? All you 
have to do is write in 
twenty words or less why 
you want to win a copy of 
Conker’s Bad Fur Day. All 
five winners will have their 
responses published for all 
to see, and only the most 
creative write ups will 
make it! So get cracking. 


SEND ENTRIES TO: 

20 words about Conkers 
C/O Nintendo Gamer 
78 Renwick St, 

Reij fern NSW 2016 
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■ He is a 


of 

muscle who lives to 
conquer games. If 
you're stuck in a game or 
you want to cry about 
something, 

The 

next person to send a glitch or 
cheat in will be pulped. 

Send mail to Bad Ass at Nintendo 
Gamer badass@next. 


MONKEY 


of the 
Month 


MR ASS, 

This is the first time I've actually sent something to you. I 
know you are gonna call me a lilly livin' ally cat or 
something like that but I will still ask thy greatness to 
answer a few simple questions. 

1. I've been to cheat planet lately and found a cheat for CBFD in 
which it gives you a matrix mode (as it said) but when I typed it in I 
didn't know where it works. Could you give me a little help? 

2. I also got another cheat which gives you the Squirrel God. Which 
I found was Bull$h!#. Or is It? 

If you do not know the site It is www.cheatplanet.com and the 
cheats are: 

SPUNKJOCKEY-MatrIx mode. 

BEMYANGEL-Squirrel God. 

These are the cheats of CRAP! They don't work. 

3. What does your whole day go like? Give me the time and 

everything. 

4. When Glenn wrote In why 
did you say that the cheats for 
PD are <Your mama> written 
exactly like that? 

So many questions for your 
huge brain. Please, you and 
Hugh are my game gods, Please 
answer my simple questions. 

And PUBLISH THIS please. 
Seeya! From AAatt the 
gamer 

O NINTENDO GANER wmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmmm 




■Mr. Ass, 

Ok turd lets skip the 
pleasantries and get down to 
business. You are possibly the 
dumbest person on earth, and I 
work with possibly the dumbest 
magazine crew ever. If you had 
any clue how to play video 
games you would realise that to 
make the Matrix cheat work 
you need to use a samurai 
sword. You should consider 
moving to some tin-pot nation 
that doesn't have video games 
so you don't have to keep 
bumbling around and f*&@ing 
things up. As for the Squirrel 
God crap- screw you, I know 
the game doesn't recognise it 
but it could be a conversion 
thing toss head. And don't tell 
me where Cheat Planet is and 
stop jerking yourself off long 
enough to remove the pitching 
wedge from your ass! I spend 
my day working out, 
conquering games, fending of 


IHBGfmA 



RSAPCR. 
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scores of women and listening 
to the Nintendo Gamer crew 
speak absolute s^lt. I know that 
compared to me your life seems 
pathetic but hey, if I sat on my 
ass all day being crap at games 
your life would still seem 
pathetic- because your useless! 
As for your forth question I was 
wrong it was your mama. It's 
hard to remember who it was 
because there are so many girls 
that visit me. But seriously I 
wrote that because like you, 
Chris is an idiot! Well now 
your letter is published so get 
the F%^k out of here. 
























TO AAR BAD ASS, 

I have had Super Mario 
64 for three years and I 
still haven't found the 
wing cap I have the metal cap 
and invisible cap It's just the 
flying cap please help me. 

Rs. You are the bomb. 

■Mr. Ass 

Oh my God! Are you really that 
stupid? Could it be that you are 
so utterly inept at games that 
you still haven't found the 
v\/inged cap? Geez, I bet you 
couldn't even finish Bugs Bunny 
on the SNES- not that you 
would have a clue about that 


Honestly I am so stunned I will 
use the words of the immortal 
Gunnary Sgt. Hartman and say 
that "it looks to me like the 
best part of you ran down the 
crack of your mama's ass and 
ended up as a brown stain on 
the mattress". But if you really 
want to know, all you have to 
do is stand in the middle of the 
castle foyer and look up (you 
need 10 stars first). This will 
transport you to a flying level 
where if you complete the 
course you will get the Flying 
Cap. 



AAASTER ASS, 

I am 14 years old and I 
know you like to make 
fun of peoples low 
intelligence factor But In this 
case I beg you, master of the 
gaming kingdom, to make an 
exception just this once. 
Although people know you are 
the king of all gameplay they 
still think I am a gaming master, 
but I obviously am not. I have 
heard rumors that on Mario Kart 
64 you can use Yoshi's tongue 
to get an advantage in a race. 
Ben Fulbrook 
P.s. you rule. 

■Hr. Ass 


The only thing that green turd 
uses his tongue for is to lick 
Mario's ass, a position you 
probably wish you were in. You 
are a complete suck-up, a 
deluded individual who so 
desperately wants to be like me 
that you are convinced you are 
actually good at games. And 
where did you hear these 
rumours? Was it from the same 
idiot who told you that you 
were good at games? To set the 
record straight you can't do 
anything with Yoshi's tongue to 
give you that racing advantage 
that a jerk like you needs. 



DEAR AAASTER OF ALL GAAAES, 


Q l have searched far and 
wide for someone with 
the intelligence to 
answer my desperate plea. 

Then I read your mag and 
decided that you would be 
perfect for it so I shall ask "I 
have tried everything but I just 
cannot perform fatality's In 
Mortal Kombat 4" mock me all 
you want but I am desperate to 
find an answer. 

From a loyal follower of 
Bad ass INick L-N! 

■Hr. Ass 

Yes Tm the one with the 


intelligence to answer your 
lame ass question but you are 
probably so stupid you will 
have no idea what's going on. 
But despite you being as dumb 
as a bucket of puke I will 
enlighten you, you can perform 
fatalities but different fatalities 
require you to be at a certain 
position on the screen. For a 
test one try Jonny Cage close to 
your opponent and press 
forward, back, down, down + 
high kick. This is his torso rip 
and if it doesn't work you're 
crap! 


TO BAD ASS, 

Q ' ; On Pokemon Stadium 
I'm up to Lt. Surge 
(don't laugh at me I've 
only had It for a week) and I 
can't pass him. Can you give 
me a good rental team to beat 
him? 

P.S. Don't put a lot of ground 
types in because Pikachu and 
Raichu have surf attack. 

Daniel Woodcock, 11 
■Hr. Ass 

Tosser. Ground Pokemon are 


ideal against electric type 
Pokemon but if Raichu and 
Pikachu have surf attack then 
your best option is to use grass 
Pokemon because they have a 
resistance to the attacks. The 
grass Pokemon should make 
short work of Lt Surge but if 
not consider a career as a crash 
test dummy because you would 
be useless in any other facet in 
society save deactivating 
landmines with your face. 



TO BAD ASS, 

Hey Bad Ass. I have just 
recently passed Zelda 
OoT, and I have recently 
heard of the "sinking lure" to 
get the Hyrule Loath in the 
fishing game (near the water 
temple) but I can't find it 
anywhere. Do you know how 
to get the sinking lure? 

P.S. I wish I could insult people 
and get paid for it 
Your #1 fan, Shane H. 

■Hr. Ass 

You're my #7 fan? If you think 
this is going to turn into some 
Stephen King thing then think 
again softhead. You no doubt 
have fantasies of having me tied 


down, but it's never going to 
happen so I guess you'll have to 
continue using your cat. The 
RSPCA should lower you slowly 
into a pit of rabid dogs for what 
you do to that poor creature. 
There is a sinking lure in OoT 
and you should be able to find 
it around the edge of the fishing 
lake. Sometimes you can find it 
straight away but usually it 
takes a while to find, just keep 
searching everywhere chump. 
And I don't get paid for doing 
this; I do it as a favour to 
society because stupid fools like 
you deserve to know how crap 
they really are. 
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Tony Hawk 2 



Not only did we get the game, 
but Edge of Reality were nice 
enough to give Nintendo 
owners exclusive cheats! 

ir PERFECT BALANCE 

To ensure you never fall on your 
family jewels while playing the 
game pause and press and hold 
the L button, then press C- 
DOWN, RIGHT, DOWN, C- 
LEFT, C-DOWN, C-UP, C- 
RIGHT, C-LEFT. If you did 
everything right, the pause 
screen should shake. 
ir INFINITE CASH- 
MONEY 

Skating can be costly, so we've 
got a cheat to give you all the 
money you need. Pause the 
game and hold L, then press C- 
LEFT, C-LEFT, UP, C-RIGHT, C- 
UP, DOWN. Correctly entering 
this code will make the pause 
screen shake. 

^ 10 BARS STATS 

To give your current rider 10 
bars of stats, pause the game 
and hold L. Then press DOWN, 

r.y. 


4 



UP, C-UP, C-LEFT, DOWN, UP, 
C-UP. The pause screen will 
shake if entered correctly. 

^ MAKE SKATER'S 
STATS 13 

But why make them 10 when 
you can go an extra 3, pause 
the game and hold L. Then 
press C-DOWN, C-RIGHT, C- 
RIGHT, C-UP, UP, DOWN, 
RIGHT, LEFT. The pause screen 
will shake if you've done it 
correctly. ) ^ 

ir SKINNY SKATER 
Want your skater to look more 
like elastic man? Pause the 
game, press and hold L, then 
press LEFT, C-RIGHT, RIGHT, 
DOWN, C-DOWN, UP, UP. You 
know what the screen will do if 
you did it right. 

X 10 

To multiply your score by ten, 
pause the game and hold L. 
Then press C-DOWN, C- 
DOWN, C-DOWN, C-DOWN, 
C-UP, RIGHT, C-RIGHT, RIGHT. 
The screen will shake if you did 
It all right. 

ir UNLIMITED SPECIAL 

To get unlimited special, pause 
the game and hold L, then press 
C-LEFT, C-DOWN, C-UP, 

RIGHT, C-RIGHT, RIGHT. If 
you've done it correctly, the 
pause screen will shake. 

^ DOUBLE MOON 
PHYSICS! 

To unlock Double Moon 


Physics, pause the game and 
hold L, then press C-DOWN, C- 
LEFT, C-RIGHT, C-LEFT, UP, C- 
DOWN, DOWN, RIGHT, C- 
DOWN, C-DOWN. 

^ FLIGHT MODE 
To unlock Flight Mode, pause 
the game. Press and hold L, 
then press RIGHT, UP, C- 
DOWN, C-UP, C-DOWN, C- 
LEFT, C-LEFT, C-RIGHT. As all 
said before If done correctly the 
screen will shake. 

'k UNLOCK TURBO 
MODE 

To unlock Turbo Mode, pause 
the game and hold L. Then 
press C-LEFT, C-DOWN, C-UP, 
DOWN, UP, RIGHT. This will 
make you're game go heaps 
faster. 


k UNLOCK SLOW-NIC 
MODE 

To unlock Slow-Motlon trick 
mode pause the screen, press 
and hold L, then press C-UP, 
DOWN, LEFT, C-LEFT, C- 
DOWN, C-UP, C-RIGHT. When 
the code is entered properly, the 
screen will shake. 
k UNLOCK MCSQUEEB 
Complete Career Mode 100% 
with Tony Hawk to unlock 
McSqueeb as Tony's third guise. 
k UNLOCK SPIDER- 
MAN 

Complete the game 100% with 
a created skater to unlock a 
playable Spider-Man. 

k UNLOCK TRIXIE 

Find all of the gaps in the game 
to unlock the Trixie character. 



Turok: Dinosaur Huntir 


Enter codes in Cheat Menu 

■k INFINITE LIVES ★ SPIRIT MODE 


FRTHSTHTTRLSCK 

★ INFINITE AiUliUlO 

BLLTSRRFRND 

★ ALL WEAPONS 

CMCTSMMGGTS 

★ LEVEL SELECT 

NTHGTHDGDCRTDTRK 

★ DANA MODE 

DNCHN 

★ CREC'S MODE 

GRGCHN 

★ ROBIN'S MODE 

RBNSMTH 

★ SEE ALL ENEMIES 

NSTHMNDNT 

★ PEN AND INK MODE 

DLKTDR 


THSSLKSCL 

•k DISCO MODE 

SNFFRR 

★ GALLERY CODE 

THBST 

k: CREDITS 

FDTHMGS 
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TUROKa: 
Suds op Evil 


Enter Codes In Cheat Menu 

★ ALL CHEATS ACTIVE 

BEWAREOBLIVIONISATHAND 

★ BIG HANDS AND 
FEET MODE 

STOMPEM 

★ BIG HEAD MODE 

UBERNOODLE 

★ STICK MEN MODE 

HOLASTICKBOY 

★ TINY ENEMIES 


PIPSQUEAK 

★ FRUITY STRIPES 

FROOTSTRIPE 

★ GOURAUD MODE 

WHATSATEXTUREMAP 

★ PEN AND INK MODE 

IGOTABFA 

★ JUAN'S CHEAT 

HEEERESJUAN 

★ ZACH ATTACK 

AAHGOO 




Mario Kart 
Super Circuit 


Want to know what secrets 
Nintendo's GBA masterpiece 
holds? 

ir CLASSIC SNES 
TRACKS! 

To unlock the classic SNES 
tracks you have to complete the 
entire circuit at least once (in 
any particular class) with a gold 
In each race. Next play through 
the cup again and collect at 
least 100 coins and the classic 
version of that class will be 
unlocked! 

'k UNLOCK CLASSIC 
SNES TRACKS IN TIME 
TRIAL 

Once you have unlocked the 
SNES tracks in 150cc you will 
then be able to play through 
them In the Time Trail mode. 

^ CHANGE TITLE 


® 0 6 • A F ? 


SCREEN COLORS 

After you complete 150cc with 
all golds, the title screen will 
change from blue to orange. 
ir BOOST FROM 
STARTING LINE 
For those unfamiliar with this 
little bit of help established in 
the SNES version all those years 
ago, simply watch the lights 
change on the starting line, as 
the second light is about to 
disappear press and hold the 
accelerate button, if you time it 
right you'll get a super fast start! 



Turok s: Shadow op Oblivion 


Enter Codes In Cheat Menu 

k INVINCIBILITY 

Raven, Salmon, Eagle, Bear, 
Lizard, Rabbit 

k ALL WEAPONS 

Owl, Bear, Owl, Insect, Hawk, 
Owl 

ir UNLIMITED AMMO 

Salmon, Elk, Bull, Snake, Eagle, 
Salmon 

k ALL KEYS 

Lizard, Dragonfly, Bull, Bear, 
Wolf, Eagle 

k: WARP LEVEL 1 

Frog, Elk, horse. Dragonfly, 
Wolf, Rabbit 

k WARP LEVEL 2 

Owl, Owl, Horse, Elk, Elk, Elk 

k WARP LEVEL 3 


Owl, Rabbit, Bear, Insect, Frog, 
Cougar 

k WARP LEVEL 4 

Bear, Horse, Raven, Eagle, 
Horse, Coyote 

k WARP LEVEL S 

Bear, Dragonfly, Horse, Bear, 
Frog, Elk 

k HEADLESS 

Lizard, Elk, Eagle, Owl, Salmon, 
Horse 

k GOURAUD 

Lizard, Salmon, Insect, Salmon, 
Wolf, Dragonfly 

k PEN AND INK MODE 

Cougar, Horse, Elk, Salmon, 
Cougar, Hawk 

k CREDITS 

Fill all the spaces with the Elk 
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Subscribe 



1. CALL US TOLL FREE on; 

1300 36 11 46 (Monday-Friday) 

9am-5pm EST and have your credit card ready 
For subscription enquiries call (02) 9699 0320 


2. Fax a copy of the completed 
form with your details to: 

(02) 9699 0334 


3. Email your name and address 
with your credit card details to: 
subs@next.com.au 


4. Cut or Copy the form 
opposite and post it with a 
cheque, or money order, or your 
credit card details to: 

Nintendo Gamer Subscriptions 
Reply Paid 634, 

78 Renwick St 
Redfern 
NSW 2016 


5. or you can subscribe at our 
internet site at 

http://www.publishing.next.co 

m.au 

■ At time of payment, the subscription 
coupon becomes a tax invoice. Keep a copy 
of the coupon for tax invoice purposes. 

■ Please allow 4-6weeks for first delivery 


Win 


lof 3 Capcom GBA 

Priie 
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Issues 


at $49.00 inc GST S3V0S 

you over $33.00 

Thafs like getting FOUR issues FREE!! 


SUBSCRIBE NOW, to win a copy of Super Fighter II 
Turbo, Final Fight One and Breath of Fire could be 
yours if you subscribe to Nintendo Gamer now. All Thanks 
to UBI SOFT Australia and CAPCOM! 


Yes! I want to subscribe to Nintendo Gamer 


Offer ends 5th December 2001 


Please tickiO Td like to subscribe for myself &/or: d] I'd like to send a gift subscription for: 

□ 12 issues $49.00 

Enclosed is a cheque/money order made payable to Next Publishing for $_ 

Or charge my credit card for $ 

Card No: 


I I Bankcard EH Mastercard EH Visa Expiry Date:_ 
Name as it appears on Card:_ 


Signature:. 


Offer only available to Australian Residents. Expires: 5th December. Overseas subscriptions available upon request PLEASE PRINT: 

My Full Name:_My Telephone Number: ( )_ 

My Address:_Suburb/Town:_ 

Postcode:_My Email Address:_ 


Please send a Nintendo Gamer Gift subscription to: 

Full Name:_ 

Address: 


. Telephone: ( )_ 


Suburb/Town:. 


.Postcode:. 


NinC004 


Tax Invoice. Next Publishing Pty Ltd. 78 Renwick St, Redfem, NSW. 2016. ABN 88 002 647 645 

Terms and Conditions: 1. Entry is open to residents of Australia except employees and the immediate families of Next Publishing Pty Ltd and its agencies associated with the promotion. 
2. Only entries completed with these Terms and Conditions will be eligible. 3. Entry is by subscribing to Nintendo Gamer magazine from issue 4th November 2001 only. 4. Competition 
begins at 9am 9th October 2001 and entries close at 6pm 5th December 2001. 5. In determining eligibility the judge's decision is final and no correspondence will be entered into. 6. 
Winners will be drawn at 9am 6th December 2001 at Next Publishing Pty Ltd, 78 Renwick Street, Redfem NSW 2016. 7. Prizes must be taken as offered and are not redeemable for 
cash. 8. Winners will receive a game pack containing three games: Super Street Fighter II Turbo, Final Fight One and Breath of Fire RRP $269.85. Total prize value $809.55. The 
promoter is not responsible for misdirected or lost mall. 10. The winner will be notified by mail and results published in the February issue of Nintendo Gamer (on sale 16th January 
2001). The promoter Is Next Publishing Pty Ltd ABN 88 002 647 645 of 78 Renwick Street, Redfern, NSW, 2016. 
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Next Issue 




66 NINTENDO GHNER 


Everything you needed to 
know about the next BIC 
thing in games! 

We'll go deep undercover 
to give you some top-secret 


GameCube and GBA game 
information. Plus a list of 
all upcoming games for 
both systems 

□ 3rd time« a charm 

We talk to Neversoft about 
THPS3 for GameCube, and 


just why Nintendo's new 
system is the machine of 
choice 

-j 

Wave Race: Blue Storm and 
Super Monkey Ball get a 
work out from the crew! 








are you hyperactive? 










The old TV's thought 
they had a chance... 


tHcy hcH 


SHARP'S 
Secret Weapon 


Sharp's New Personal TV with 


Simply the best 


LIVING IN THE COLOUR /GENERATION 

































































